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T MUST BE IMPORTANT WHEN 
22 MEN WILL GO TO WAR OVER A PIECE 
OF LAND NO WIDER THAN THIS AD. 









To a rare few, winning the war means 
totally dominating the competition. 
Miami Dolphins ‘72 
Chicago Bears ‘85 
NFL GameDay ‘98 


GAMEDAY A 
98, 


PROPERUY OF PLAVSUATION 
ESV WIP io 
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It's your worst nightmare. Medieval monsters 
that'll keep fighting even after they lose a limb. 








Use any one of 28 different mutilating moves 
to divide and conquer the defiant demons, 
bloodthirsty beasts and overzealous zombies. 














Explore Gothic London as the faithful Ignatius 
or sword-wielding Nadia. Solve puzzles 
that'll lead you to the evil Adam Crowley. 
eS 
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A bloody good time in jolly eld London. 
—S6 = 


The nightmare begins October 51. 
For more on this tale of terror, call 


1-800-850-1682. 
Or visit www.nightmare-creatures.com 
or www. kalisto.com 


October 1997 
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he story so far... 


Two years ago, Sony released the PlayStation game console to a 
skeptical public who weren't sure they needed yet another piece of electron- 
ics burning a hole in their pocket. The company known for Walkmans and 
televisions were on unfamiliar ground. We, in the gaming media knew what 
Sony was bringing to the table because we had snatched up imported 
PlayStations which were available since December of the previous year. 

The graphics and sound were beyond anything yet seen on a home console 
and we were immediately hooked. Although there were initial stumblings, 
Sony’s console easily took the lead in the 32-Bit arena and hasn't looked 
back since. 


Which brings us to... 


With the PlayStation being the machine where all the hot gaming is taking 
place, it’s painfully obvious why there is a need for the most authoritative 
source of information about this beloved console. In this magazine you will 
find everything you could possibly want to know about the games, culture 
and related information surrounding the PlayStation. 
I'd like to make it clear to our readers that you will 
always get our 100 percent honest opinions about 
everything and anything. There are no biases for 
or against anyone just because we are an “offi- 
cial” PlayStation magazine. | think you'll agree 
that the coverage and content speak for them- 
selves. Enjoy and see you next month. 


Wataru Moruyama 
Editor in Chief 
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www.colonywars.com 


THE LEAGUE OF FREE WORLDS NEEDS YOU. 
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Presenting Masters of Teras Kasi, an all-out fighting frenzy featuring 9 Star Wars 
characters and introducing a new villain masterfully trained in the ancient martial 
art of terds kasi. Battle through 9 action-packed arenas. Engage in weapon-to- 


weapon or hand-to-hand combat. Wield lightsabers, blasters, flame throwers and 





battle axes to engage in the ultimate conflict. Heck, even the 
<> 
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Empire never struck back this hard. www.lucasarts.com 


@,™ & © 1997 Lucasfim Ltd, and LucasAs Entertainment Company. Al RightsReserved. Star Warsand the LucasArts log ae registred trademarks, and Masters of Tei Kas is a trademark of Lucasfilm Lid, used unde authorization. 
PrayStation and the PlayStation logos are trademarks of Sony Computer Enertainment nc. 





BASEBALL HAT: 
Remember, polite gamers 
take their hats off in 

churches and schools! 
Embroidered EGM logo on 

front, videogames URL 
stitched on back, adjustable 

plastic snap-strap: $12.95 


Official Licensed 
Merchandise 
MOUSEPAD: Own the mousepad voted 


Fr om Yo u r “Most Scary” by U.F.O. abductees. Great for playing 
q mouse-based computer and video games. WARNING: 
Fa Vv oO r | t B Persons known to have U.F.O. implants are advised 


Vi d en fp ame NOT to purchase this item! $8.95 
NEN EPATED 


T-SHIRT: Wear this 
baby and tell the folks where you 
buy video games that you work for EGM! Super 
high-quality 100% cotton Fruit of the Loom Lofteez 
ASH colored shirt lasts wash after wash, Sizes 
available in Medium, Large, Extra-Large: $14.95 
XXL: $16.95 


CD-ROM CASE: A MUST for the gamer on the go! 
Holds 12 game or music cds; plus soft clear sleeves won’t 
scratch cds but holds ’em tight, even when held upside down; 
double-stitched zipper won’t come open! $16.95 


AAW Axed) | ore Aoxe) an) 


INSTRUCTIONS FOR ORDERING VIA MAIL & FAX: 


3) Print or type order information clearly! 

2) Specify quantity(ies) per item and also shirt size, if 

applicable; subtotal order amount. Or fax your order to: 
3) Shipping & Handling in USA: Add $3.95 for first item; 

$1 extra for each additional item. Shipping & Handling in 561.626.1961 

Canada & Mexico: Add $9.95 for first item, $1 extra for 

each additional item. Sorry, all other countries must order 


from form on Internet. or mail your order with 


4) Florida residents include 6% sales tax. 

5) Credit card info (Full name, address, phone, zip, a check made payable to: 
expiration date); sign your order. 

6) Checks must be in U.S. dollars; order not shipped until | Coolboy Inc. 

bank clears check. 

7) Merchandise shipped to payee’s address only. PO Box 32313 

8) Allow up to four weeks for delivery. 

9) This offer effective only until Oct. 15, 1997. PB Gardens, FL 33420 e USA 
10) Incorrectly prepared mail orders will not be processed, 

and checks will be destroyed. 





Official 


PlayStation 


Magazine 


ZIFF-DAVIS INC. 
CHAIRMAN AND CEO Eric Hippeau 


President Ronni Sonnenberg 
President, U.S. Publications Claude Sheer 


President. Interactive Media Jeffrey Ballowe 
and Development Group 


President Training and William Rosenthal 
Support Publishing Group 


Vice P Timothy O'Bri 
Chiet Finsneiol Officer Timothy O'Brien 


President, ZD Brand and Terri Holbrooke 
jarket Group 


Vice President, General J. Malcolm Morris 
‘ounsel and Secretary 


Vice President, Rayna Brown 
Human Resources 


Vice President, Planning Darryl Otte 
Vice President, Controller Mark Moyer 


Vice President, Steve Gladyszewski 
Information Systems 


Treasurer Thomas L. Wright 
U.S. Publications Group 
President, U.S. Publications Claude Sheer 


President. Consumer Lawrence C. Burstein 
Media Group 


Senior Vice President, Baird Davis 
irculation 


Vice President, Production Roger Herrmann 


Vice President, Tom McGrade 
Business Manager 


Vice President, JimM 
Marketing Services onnind 


Vice President, Central Bob Bader 
Advertising Sales 


Vice President, Mark Van Name 
Product Testing 


Vice President, James F. Ramaley 
Circulation Services 


Vice President Don Byrnes 


Executive Vice President/ Al DiGuid 
eee  Buntishee Al DiGuido 


Vice President Chris Dobbrow 
Vice President John Dodge 
Vice President Daniel Farber 
Vice President Jim Louderback 
Vice President Michael Miller 
Vice President Nancy Newman 


Executive Vice President, Daniel R i 
Bresident of ZDNet =e! Rosenweig 


Vice President Paul Somerson 
Vice President Sam Whitmore 
Executive Director, Licensing Gertrud Borchardt 
Director, ZD Labs Mark Hall 
Director, Benchmark Operation Bill Catchings 


Interactive Media And Development Group 








President Jeffrey Ballowe 
Executive Vice President David Shnaider 


Vice President, James Savage 
General Manager 2D Net 


Vice President, ZDTV Richard Fisher 


Editorial Director, Bil hi 
nea Risagegs Pi Machrone 


Group Business Manager Jocelyn Grayson 


2D Brand and Market Group 





President, ZD Brand and Terri Holbrooke 
Market Group 


President, Computer Bob Brown 
ntelligence 


Vice President,Z2D Brand Herb Stern 
Vice President, ZD Research Elda Vale 
Director, Corporate Relations Gregory Jarboe 


Executive Vice President. Joe Gillespie 
Corporate Sales 


Executive Director, Mike Perkowski 
ales Marketing 


ZifDavis Media Network 
xecutive Director Jeff Bruce 


Managing Director Rita Burke 


Directors 
Bichaef Bia 


Meld i jinn 
clings 
Associate Network Directors Kors 
Be Be oss 
Ziff-Davis Inc., 
A SOFTBANK Company 


MONSTER RANCHER™ MONSTER MAYHEM! 


CAUTION: EVERY CD YOU OWN CONTAINS A MONSTER. 


Remember when you were just a little guy and you thought there were monsters lurking 
in every dark corner of the house? You were right. They were stuck inside every CD in 
the place! 
Luckily it’s 1997, and we now have the technology to yank them beasties right off a CD 
and onto a memory card using the Monster Rancher™ game disc! Now you're in controll 
Yes! Picture this... pop in your mom’s old disco inferno compilation, your little sister's 
fuzzybear alphabet CD-ROM or even your dad’s spreadsheet data disc, and you'll be 
up to your ears in monster mayhem! 
Next thing you know, you’re going around to all your friends’ houses pitting 

your monsters against theirs, making them better, and stronger, and 

smarter, and soon... well, you get it, right? 


Hot diggity dog! You don’t wanna 
miss this for nuthin’! 












RTE 
ww FUN Fo \ 
Bone FANILY! 
ADDIC TivVE 
HEAD-T0-HEAD ZAMINEG 
ON SALE NOW! 


© Tecmo, Ltd. 1996 TECMO@® is a registered trademark of Tecmo, Inc. Stackers™ 1997 Tecmo, Ltd. Monster Rancher ©1997 Tecmo, Ltd. PlayStation™ and the PlayStation™ logos are trademarks of Sony Computer Entertainment Inc. 








Masamune Shirow’s 

manga comes to 

brilliant life on the 

PlayStation. See the 

work that went into 
} this stunning title. 


= Our monthly roundup 

" of the console’s 20 
best-selling games, 
plus a chance for our 
readers to vote for 


“Award-winning” 
strategy guru Dave 
Malec details many 
little-known secrets 

") from Square’s block- 
buster role-playing epi 


Namco’s new shooter 
is more than just 
bE} another blast-fest. See 
@ our strategy guide for 
= hints on how to stay 
cool under fire. 


Part one of what is 
designed to be the 
most comprehensive 
PlayStation code 


PS OWS sss 


Square and Namco team up to 
develop arcade titles, Working 
Designs plans another U.S. 
RPG and much more. 


letters. 

Why do U.S. games get differ- 
ent artwork than their Japanese 
counterparts? A reader orga- 
nizes a a “writing campaign. 


demo disc 

: PaRappa, Ace Combat 
2 and more playable 
(yes, playable) demos. 


U.S. previews — 


Jet Moto 2, Nightmare 
Creatures and a 
real-life Vs. brawl! 


international 


See previews of 
games before they hit 
American shores. 


FOVIOWS..........ccccecesscsesees 


Read the final verdict on the 
long-awaited Final Fantasy VII, 
the powerful GameDay 98 and 
the off-beat Abe’s Oddysee. 


PS strategy... 


An in-depth look at Final 
Fantasy VII, and a Time Crisis 
strategy that’s better than a 
bullet proof vest! 


tricks... 


The usual collection of juicy 
tricks is augmented by our new 
Tricks Archive, an ongoing recap 
of the console’s best secrets. 


Cease Electronics, Arts and 
Recreation: anything we can 
find to help enhance and enrich 
the PlayStation experience. 





BESIDES DANGER 
AND INTRIGUE, 


TREASURES 
OF THE DEEP 


OFFERS SOMETHING 
THAT’S BEEN LACKING 
IN ACTION/ADVENTURE 

GAMES. 





hat’s the missing ingredient from action and 
adventure games? Salt water. Treasures of the 
Deep™ places you in the role of Jack Runyan, ex-Navy 
Seal. Your global treasure trek whisks you from the 
shark-infested Great Barrier Reef to the foreboding 
abyss of the Mariana Trench. You'll utilize lethal high- 


tech weaponry and submersibles as you explore sunken 





ships, battle sea monsters and thwart terrorists. 


fe ie ae Your underwater hardware is 100% high-tech: robotic vehicles, 
Grab your scuba gear. It’s time to dive into danger. homing torpedoes and heat seeking mines are all at your disposal. 


ACTION 


14 treasure-hunting missions, including Antarctica, the Bermuda o) 
Triangle and the sunken Aztec ruins off the Yucatan Peninsula. 








TREASURES OF THE DEEP™ © 1997 Namco Hometek Inc. All Rights Reserved. TREASURES OF THE DEEP is a registered trademark of Namco Hometek Inc. PlayStation 





The most striking 3-D world in all of game-dom. Beautiful Be Pilot 8 State-of-the-art submersibles. Amass your fortune and 
sea creatures propel themselves with polygon perfection: é trade Up from a USN RV-1 mini-sub to a deadly Viper attack sub. 


Explore mysterious wrecks, retrieve a lost satellite, defuse 


a nuclear warhead, then treat yourself to some alligator shoes. f f Ni Annn 





pees ily ~ Il 


THIS TIME, YOU'RE IN OVER YOUR HEAD. 








fnamco yee 


wWww.namco.com PlayStation | 
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he people behind arguably the two 
best 3-D fighters on the PlayStation 
(Tekken 2 and Tobal 2) have joined 
‘ forces. Namco Ltd. and Squaresoft of 
Japan have entered into a licensing 
agreement that commits Square to 
develop titles for Namco’s system 12 
arcade machine. Namco will be handling all 
the manufacturing and distribution of the 
titles. The System 12 arcade machine is a 
slightly modified configuration of the 
PlayStation home console with the main dif- 
ference being additional RAM. So far, Tekken 
3 is the only title available on that system. 
Tobal No. 1 and 2 developers Dream Factory 
(a subsidiary of Square) are heading up the 
first project. The game is due to be shown at 
the September JAMMA show, which gives 
you an inkling of how long the game has 
already been in secret development. “We 
are thrilled to be joining forces with such a 
strong software developer,” states Frank 
Cosentino, VP of sales and marketing for 
Namco America. “Having Namco devel- 
op cost-effective, high-tech games on 





Tidbits 


Colliderz is canned 
The mech-style sports title 
that was planned for fall 
release has been officially 
dumped by ASC. This 
comes as no surprise and 
a welcome relief. This 
move will allow ASC to 
give a greater emphasis 
on their other titles, 
especially the game 
One which has a lot of 
advanced buzz around 
the industry. 


Does it get any better than this? 
Working Designs, a company known for 
bringing over some of the best RPGs (and 
now shooters) from Japan has picked up 

Alundra for U.S. release. It was only a 
matter of time before an RPG title was 
announced from WD for the PS, but not 
many expected them to get the rights to what 
was a Sony of Japan-developed game. This is 

especially remarkable considering SCEA had 

all but announced Alundra as a title they were 
releasing themselves. 

It wasn’t so long ago that Working Designs 

tried to get the rights to Arc the Lad and Sony 
was not yet convinced of the U.S. market for 


a monthly wrap-up of all the information for your favorite system 











RPGs. Now we have Wild Arms, FFVII 
and Alundra. 


three-fourth-view action RPG that has 
gotten great reviews in Japan. 








system 12 will further strengthen Namco’s 
position in the marketplace.” 

Knowing what Dream Factory can do, 
combined with the added power 
of the system 12, ensure 
that gamers will definite- 
ly want to keep an eye 
out at their local 
arcade. 








Working Designs to Bring Out Alundra 






For those in the dark, Alundra is a 
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Industry 


New heads 


for Konami 

and Playmates 

Richard Sallis has resigned 
from his post as president at 





If you spotted a 25-foot-long truck 
emblazoned with Mortal Kombat logos 
rolling down the highway this summer, you 
weren't hallucinating. Midway staged a 
35-city tour to debut the fourth install- 
ment of its highly popular Mortal Kombat 
series. One of the tour’s final stops was 
Chicago, home of Midway and Mortal 
Kombat co-creator Ed Boon. 

MK fans, who began lining up hours in 
advance, were surprised to see none 
other than Ed Boon hand-deliver the latest 
version of the MK4 software moments 


MK4 Tour Returns Home 


Playmates after 11 years. 
Stepping in will be Ron Welch 
who comes from the company’s 
Wall-Mart account and has 25 
years of experience stemming 
from his days at Fisher-Price and 
Tomy. At Konami, CEO Kenneth 
Dimberger is leaving his position. 
Makato Sano, director of interna- 
tional business at Konami of 
Japan, will handle the chores. 







before the event 
was to begin. 

In addition to the 
opportunity to play 
MK4 for free, 
fans were given 
temporary tattoos, 
T-shirts and the chance to win an 
MK4 arcade machine! 

Ed stuck around long enough to 
sign a few autographs and to listen 
to player feedback but declined to 
school anybody on his creation. 


[Gex teams up 
with Sub-Zero 


Hoop Dreams 


Acclaim’s sport titles, including 
Frank Thomas, Juwan Howard 


Crystal Dynamics announced that a partnership 
would be forming between themselves and 
Midway Home Entertainment. This partnership 






Acclaim is readying the latest in 
the series of hoop titles for a 


spring 98 release. NBA Jam ’98 
is coming for the PlayStation and 
will feature realistic motion cap- 
turing courtesy of Stephon 
Marbury of the Minnesota 
Timberwolves. “I’ve been playing 
video games for 
a long time and | 
always loved 
NBA Jam,” said 
Marbury in a 
statement. “To 
actually serve 
as the player 
model for NBA 
Jam 98 is a great thrill.” 

Acclaim says that their propri- 
etary motion-capture techniques 
are the best anywhere and are 
more accurate than other meth- 
ods by as much as 50 percent. 
“Stephon Marbury joins an elite 
group of athletes who have pro- 
vided motion capture for 


Namco has officially 
announced that their cool 
light gun, the Guncon, will be 
packed in with Time Crisis 
for a suggested retail price 
of $59.95. Both Time Crisis 


and Adrian Murrell.” 

In other hardwood news, 
Konami has announced that 
Glen Rice will endorse NBA in 
the Zone '98. His lovable mug 
will appear on the cover of 






ins. The game itself will 
sport a host of improve- 
ments, 
being that you will be 
able to have eight- 
player simultaneous 
action. 


and the upcoming Point 

Blank game will only be 

compatible with the Guncon. 

There are yet no plans to 

sell the gun separately. Le 


gives Midway the exclusive U.S. 
rights to distribute Crystal 
Dynamics titles appearing for the 
PlayStation and N64 game con- 
soles. For PlayStation owners, 
that means you won’t have 

























the packag- too much trouble finding a 
ing as well copy of Pandemonium 2 or 
as appear the new Gex game on 
in all adver- store shelves this 
tisements fall. “Our stellar titles, combined with 
in print and Midway's expertise and industry cred- 
television ibility, will ensure that we have a major 
including impact on this year’s holiday sea- \ 
any promo- WD. son,” says Rob Dyer, president of 
tional _ tie- om Crystal Dynamics. This looks to 















@™ be a good match with Crystal 
. Dynamics getting the distrib- 
fp ution power that they 
always wanted and Midway 
being able to diversify 
their product lineup beyond 
arcade ports. 
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Jeadlights are to a deer. 
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NEVER UNDERESTIMATE 
THE POWER OF PLAYSTATION™ 









Letters 


You write us and here we respond 





October 1997 
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Wish 
granted... 
kinda 


Dear P.S.X., 

| am a real fan of 
P.S.X. magazine 
and | just want to 
know if you are 
going to start 
making P.S.X. 
magazine with 
demo discs 
inside like PC 
Gamer magazine. 
Armin Hamzic 
New Orleans, LA 


We were former- 
ly known as 
P.S.X. magazine, 
so I guess that 
answers that.. 


Son ghT 
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ways to 


reach us 











Japanese Art please! 


Your chance to speak your peace 





Dear PlayStation Magazine, 

I'm writing to you with a problem. As I’m 
sure everybody is aware, the great cover art 
on games from Japan is often totally scrapped 
for the U.S. release, and the result usually 
leaves much to be desired. For the longest 
time, the most guilty of these parties was 
Capcom (they rule, anyway); their most recent 
foul-up being the cover of Street Fighter Alpha. 
During the cover’s 
journey from Japan 
to the U.S., Ryu, 
Ken and the rest 
got...kinda mis- 
shapen. Ugly too. 
Ugh. At least it 
appears that 
Capcom has gotten 
the message, as 
they seem to only 
use the Japanese art now, which actually 
reflects the contents of their games, as 
opposed to...yuck. Never mind. Anyway, | wish 
Konami would follow Capcom's lead. We know 
all about Suikoden’s U.S. cover (oooh, that’s 
bad...), but I’ve just learned (I called Konami 
myself) that they’re making a new cover for the 
U.S. release of Castlevania: Symphony of the 
Night! If you’ve 
seen the import 
cover, you know 
that it’s the most 
beautiful cover 
ever to grace a 
video game. It 
consists of a paint- 
ing by Japanese 
artist Ayami 
Kojima of Alucard, 
son of Dracula, 
holding a sword in one hand and a cross in 
the other. Awesome. However, the guy | talked 
to at Konami said that the U.S. division’s 
bosses thought the cover was too “feminine” 
and that Americans don’t care about cover art 
anyway. So what do we get? | asked. A cheesy 
3-D castle with a full moon overhead, he said, 
with the Castlevania logo in huge letters 
below. Whee. It’s not as bad as Suikoden’s, 
but...I figured it was too late to do anything 
about the change, seeing as the game was 
set to be released in September. But the help- 
ful Konami rep told me that, to avoid competi- 
tion with the release of Final Fantasy VII, and 
to tie in the Castlevania release with the 


snail mail: 
PlayStation Magazine 
1920 Highland Ave. 
Lombard, IL 60148 






If you need to 
reach us now 
630 916 7227 










Halloween season, the release date has been 
pushed back to Oct. 10! There’s still time! The 
purpose of this letter is to get some kind of 
letter-writing campaign going. Anybody reading 
this, go write Konami now! Write 10 times! 
Demand the Japanese cover art! If you care at 
all about this topic (I know you do, | read 
letters about it all the time), please contact 
Konami at: 

Konami of America 

900 Deerfield Pkwy. 

Buffalo Grove, IL 60089-4510 

Don't think your letter (or e-mail) won’t matter! 
If enough people yell about it, quickly, maybe 
we can change their minds. Hey, Capcom 
listened. Thanks for your time. 

P.S. If you can, supply a pic of the Japanese 
C:SotN cover so unaware readers will know 
what they could miss out on. Thanks! 

Yours truly, 

Chris Boyle 

Address Withheld 


Chris, you’re absolutely right in that 
everyone's opinion counts. The current 
Konami plans do indeed call for what 
you described and if anyone out there 
feels the same way, they should act 
immediately. 
We're behind 
you all the 
way on this 
one, Chris. 


Dear PlayStation Magazine, 

My name is Hien Ngo. | got my PlayStation 
about two months ago. | heard some of my 
friends saying you can play DVD movies on 
the PlayStation. Is that true? If so, then | 
don’t have to buy a DVD. Can you give me 
an answer? 

Hien Ngo 
Oak Park, MI 


Unfortunately, the PlayStation will not 
play DVD movies or games. There is talk 
that whenever a follow-up console to the 
PS is released, that it will have a DVD 
drive. We'll let you know as soon as we 
hear anything. 


If you need to 
reach us even sooner 
wataru_maruyama@zd.com 
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16 MULTI-LAYERE! 
ARENAS OF COME 
contain hidden rooms 
a vicious challenge at 





TRANSFORM INTO 
and steal their powers 


A FUTURISTIC WEAP 
housing the most lethal we 


2-PLAYER SPLIT-SCRE! 
OR COOPERATIVE MODE 
AND LAN/MODEM SUPP@Q 












layStation shooter!” , 
+ Next Generaligm Pnliniey 


Download the demo at 
www.machinehunter.com 
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10 DEADLY. CLASSES OF DROIDS each one more > ULTIMATE COMBAT CHALLENGE you must first 3-D ENVIRONMENT WITH FULL 360° ATTACK MOBILITY 
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devastating than the last waste the enemy — then take over their bodies and 
use their powers to crush even deadlier opponents 
eg Developed by Eurocom® TEEN sito, 
Windows? 95 _ licensed by Sony Computer Enteriainment America for use with the PlayStation game console. PlayStation and the PlayStation logo are trademarks of Sony Computer =. 





Entertainment Inc. Windows is a Hered trademark of MICROSOFT CORP. MACHINE HUNTER™ © 1997 Eurocom Developments Lid. All Rights Reserved 


Design © 1997 MGM Home Entertainment Inc. All Rights Reserved. Distributed by MGM Home Entertainment Inc., 2500 Broadway Street, Santa Monica, (A 90404-3061, xc hasan TN PlayStation i 


Letters 


You write us and here we respond 


Crash 3 Hopes 





Dear PlayStation Magazine, 

When is X-Men Vs. Street Fighter coming 
out? Will the PlayStation version be just like 
the arcade? 
In X-Men 
Vs. Street 
Fighter they 
left out 
some very 
good charac- 
ters like 
Dan, Sagat, 
Blanka and 
Guile. They 
should 
include 
them in the next game as well as characters 
from the comic book like CannonBall, 
Bishop, Ice Man and Cable. Also, when is 
Crash Bandicoot 2 coming out? 

If they make a Crash Part 3 they should 
let him have a little friend that you can 
choose to play and when he puts on the 
mask he should turn into the Mask like the 
movie, where he has the power to fly, spin 
and turn into objects. 

Send me 

free copies of 
these games. 
OBryan Hodge 
Smithfield, NC 













oh! Before 









we go on 
with the new 
mag, we have to 
set some things 
straight. The last 
issue of P.S.X. 






magazine ran a 
review of Virgin 
Interactive’s 

Golden Nugget 

























when the game 





° It's kind of 
wasn’t complete. frustrating 
We've re-evaluat- how each 

new X-Men/ 


dit FMV 
ed it (some Marvel Super Heroes game adds new 


characters, but eliminates others seem- 
ingly at random. Come to think of it, 
they do that with all their series of 
fighters. Crash 2 will be out in mid- 
November and while your ideas for 
Crash 3 are interesting, they 
unfortunately won’t net you free 

copies of any of the previously 
mentioned games. 


Clone Games Blues 


scenes are the 
main difference), 
and the reviewers 
came to the 
same conclusion 
and stand by 
their original 


score. We 


Official U.S. (IE WATe Tal iagazne( "2 ) October 1997 





Your chance to speak your peace 























apologize to 


Virgin for any Dear PlayStation Magazine, 

| am the biggest Resident Evil fan in the 
world. It was one of the main reasons | 
bought my PlayStation. Now with the movie 
being made and the Director’s Cut of the 


confusion 
this may have 


caused. 



















PlayStation 







game coming out, I’m in Resident Evil 
heaven. I’m also concerned about all these 
Resident Evil clones like Overblood and 
others. It is a shame to the PlayStation. 
Just because one game does extremely well, 
they slam out more games like it. | call this 
the Doom effect. 

Matt “Waiting for RE2” Giesen 

Maplewood, MN 














In any industry where something is 
successful, there is bound to be an 
imitation of it. While | would hesitate 
to label Overblood a rip-off of RE, your 
point is well taken. 







































4 4. Uh ERR 


Red Alert! Red Aler 


Dear PlayStation Magazine, 

| am a huge strategy fan and | love 
Command & Conquer. Can you tell me if 
Command & Conquer: Red Alert is coming 
out for the PlayStation? Also, | think it would 
be a good idea if you put GameShark codes 
in your Tricks section. 
Ryan McGuire 
Fayetteville, NC 


t! 
















Not only is C&C: Red Alert on the way, 
but the PlayStation version is said 

to have new features such as a 
"Skirmish" Mode which is a pseudo- 
Multiplayer Mode. The Tricks section 
will indeed feature GameShark codes as 
long as they are available. 







Correction: |n the last issu 
of P.S.X. we ran a review c 
Ace Combat 2, but called i 
Air Combat instead. We ap 
gize (we're doing that a lot 
this issue) for any confusic 
this may have caused the 
reader and to Namco. 










How do you like the mag? What about the design? Are we leaving anything out? 
Let us know! 


your input! 





To get special attention as far as design and content issues go, label your letters 
or e-mails with the heading: PlayStation Magazine suggestions c/o the Official 
U.S. PlayStation Magazine at the addresses on the previous letters page. 

We can’t wait to hear from you. 


Mortal Kombat®Mythologies: The Adver z Midway Games Ino. All rights reserved. MIDWAY, MORTAL KOMBAT, the 

DRAGON DESIGN, SUB-ZERO and al arks of Midway Games Inc. Distributed by Midway Home Entertainment Inc. 4 ial 
‘under licens ; Nintendo of America Inc. 61996 Nintendo of America Inc. — 
Lic tainment Inc. q PlayStation: 








° Multiple open 2D environments, 
tracks and rides 


° Tons of action and puzzles 
© 20+ woves 


© 60 character wodels 


° Supports dual-analog controller 
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merry (oe) \¢-n Cols of ol al-mameor-lanlal—to Mami alm -t-lp0(- 
and should prove one of the ‘hotter’ 


titles we'll see this fall season” 
— P.S.X., August ’97 





“The game uses large 3D levels ina 
variety of unique styles (...) filled with 
traps and ennemies that pose a serious 


challenge to the player” 
— Next Generation Online, May ’97 


“...lavish cartoon-style graphics 
offer gamers a fun-filled action 


platform experience.” 
— PS Extreme, July ’97 


JUST TRY 
MESSING 
WHT HI! 
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The best-selling U.S. PlayStation titles as 
reported by the nation’s top retailers. 





Triple Play 98 6 (ieee 
PUBLISHER: ELEcTRONIc Arts # OF PLAYERS: 1-8 PUBLISHER: SONY # OF PLAYERS: 1 oR 2 
GENRE: SPORTS RELEASE Date: May 1997 GENRE: ACTION RELEASE Date: Nov 1995 
One of the first titles included in 
Sony’s economically priced hits 
series, the original Twisted contin- 
ues to hold its own in the sixth spot. 





Electronic Arts ups the ante 
with an advanced 3-D engine 
and the first-ever two-man 
play-by-play and color com- 
mentary, propelling Triple 
Play 98 to our top spot. 








PUBLISHER: SONY # OF PLAYERS: 1 oR 2 
GENRE: RACING Revease Date: Nov 1996 
Twisted Metal 2 Another hot effort from the gaming 
PUBLISHERS SONY # GF PLAYERS: 1 OR 2 wizards at SingleTrac, Jet Moto is 
Genre: ACTION RELease Date: Nov 1996 still a blast. Just wait until you see 


number 2... 
| scream, you scream, we all 
scream for TM2! Almost a ekken 2 
year after its release, Sweet PUBLISHER: NAMCO # OF PLAYERS: 1 OR 2 
Tooth and co. continue to GENRE: FIGHTING RELEASE Date: AuG 1996 
light up PlayStations every- 
where. Talk about legs! 








é = J the king of the iron fist? 
Jampack Vol.1 
PUBLISHER: SONY # OF Pavers: 1 Crash Bandicoot 


GENRE: COMPILATION RELEASE Date: Juty 1997 PUBLISHER: SONY # OF PLAYERS: 1 











Definitely the surprise of the GENRE: PLATFORM Revease Date: Sept 1996 
month, the economically Like a certain pink bunny, Crash zB 
priced Jampack sampler was Bandicoot keeps on going and 
eagerly snatched up by going. Look for the return of the ja 
PlayStation owners looking evil Neo Cortex in November. hia J 
+ for a cheap gaming fix. 
PlayStation. (10 GAYA mn veo 
PUBLISHER: T*HQ # OF PLAYERS: 1 oR 2 
Wild Arms GENRE: WRESTLING REeLeAse Date: Mar 1997 


Just as WCW Monday Nitro contin- 
ues to top cable ratings charts, 
T*HQ’s polygonal brawler continues 
Prior to the release of Final to lead all other wrestling titles. 
Fantasy VII, Wild Arms was 

regarded as the best RPG Ca Tomb Raider 

available for the PlayStation. PUBLISHER: EIDos # OF PLAYERS: 1 

Will FFVII knock Wild Arms GENRE: ACTION Revease Date: Nov 1996 
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out of the Top 20? Gaming’s hottest gal is nudged out EPR 
of the top 10 for the first time in i 
Need For Speed Il ages. Maybe it’s because she was 
packing for her second adventure. 


DEVELOPER: Etectronic Arts # OF PLAYERS: 1 or 2 


GENRE: RACING RELEASE Date: Mar 1997 (72.4 NBA ShootOut 97 


Do you feel the need, the PUBLISHER: SONY # OF PLAYERS: 1-8 

need for speed? Apparently GENRE: SPORTS Revease Date: Mar 1997 
plenty of your fellow Fans picked ShootOut as the best 

of the roundball sims. NBA ShootOut 
98, which is said to have a host 


PlayStation owners do as 
Electronic Arts’ hot racer 
crosses the line in fifth. 








Gel: 


PUBLISHER: NAMCO # OF PLAYERS: 1 oR 2 

GENRE: FIGHTING RELEASE Date: FeB 1997 

Although it didn’t exactly set the 

world on fire in the arcades, the 
better-than-the-arcade PS version 

4 is a cut above the competition. 


PUBLISHER: NAMCO # OF PLAYERS: 1 

GENRE: RACING RELEASE Date: May 1997 
What? Only three Namco games in ( 
this month’s Top 20? Just wait until 
Time Crisis and Ace Combat 2 hit 
the shelves... 


Galv 


PUBLISHER: PLAYMATES INT. # OF PLAYERS: 1 OR 2 
GENRE: RACING RELEASE DATE: JULY 1997 
fo, 5. a Local boys Studio e make good right 

out of the shoot with this hot racer. 
Nice work, guys. Just don’t let all 
that success go to your heads. 


(16 QELWINAEY 


PUBLISHER: ELECTRONIC ARTS # OF PLAYERS: 1-8 
GENRE: SPORTS RELEASE Date: Nov 1996 
It’s all the way live! Months after its 
release, Electronic Arts’ NBA Live 
97 continues to rack up impressive 
sales figures. 


(171 : 


PUBLISHER: SONY # OF PLAYERS: 1 OR 2 
SPORTS RELEASE DATE: JULY 1997 
This one came out a little late in the 
season, but MLB 98, with its sharp 
polygonal players, could overtake 
the competition. 


(18 GES Cay ae 


PUBLISHER: ACCOLADE # OF PLaverRs: 1 oR 2 

GENRE: RACING RELEASE Date: Mar 1997 
It looks like another strong month for 
racing games. Wait until you feast 
your eyes on Test Drive 4, developed ff 
by the makers of Destruction Derby! 


(19 


PUBLISHER: SONY # oF PLayers: 1-4 

GENRE: RACING RELEASE Date: FeB 1997 
i) Since it’s one of the first titles to 

utilize Sony’s Dual Analog Pad, count 

on seeing Rally Cross in the Top 20 

for at least a little while longer. 


(20 GEST aa 


PUBLISHER: CAPCOM # OF PLayeRS: 1 

GENRE: ACTION RELEASE Date: Mar 1996 
Resident Evil continues to go for the 

throat at 20. Be sure to check out 

the Resident Evil 2 demo included 

in RE: Director's Cut. 


























Source: NPD TRSTS Video Games, July-Aug, 1997 

Note: No games for competing console systems (e.g. N64, 
Sega Saturn, etc.) were included in this list. 

Overall sales figures may vary. 


10 Most Wanted 


5 Metal Gear Solid 1998 Electronic Entertain- 
ment Expo Game of Show? 


6 Masters of Teras Kasi Luke vs Vader. Han vs 
Boba Fett. Master the possibilities... 


Spawn Now if Sony would only get started on 
a Tomb Raider clone starring Angela. 


| =o [| Xo] ¢-samm Co) ode 10) 


What we’ve been playing instead of working 





i) |] FFVil This month’s strategy guide was the 
perfect excuse to play this one for weeks. 


2 Test Drive 4 Our strategy editor went all the 
way to England for this one, and it rocks! 


Resident Evil 2 The preview we recently 
received has more than wet our appetites. 


Tomb Raider 2 Be sure to check out some 
of Lara’s new moves on our preview disc. 


Rampage: World Tour Our relaunch has 
given us all the urge to smash stuff. 


| 6 Metal Slug (Import) 2-D, Contra-esque 


\ side-scrolling goodness courtesy of SNK. 


(er MLB 98 Art director and Cardinal fan Bob 
Conlon has been taking on all comers. 


NFL GameDay ‘98 Nothing like cramming 








into Wat’s office for some four-player fun. 


ate) Jet Moto 2 Better physics, cool new tracks 
and analog control say it all. 








IF BATTLING THE 
CYCLOPS AND THE 
FOUR-HEADED HYDRA 
ISN’T FUN ENOUGH, 
YOU CAN ALWAYS 

GO TO HADES.) 


ja 





(el pedeledpeded ed pedel red pel pel ed fel el el fed pelrelped elrel fed felfeleded 


ma 








felelpelrelelpelrelrelpelel reel pele relpelrel reeled rel elpel pele 


+ In addition to all the other freaky 
creatures, you'll have to battle a boar. 


Sleeeleleleleleeeeeelelelelelen (a) 


Which is anything but a bore. 


Zeus not only has to conquer Hades, > 
but also conquer the heart of Atlanta, 
(A Herculean task, indeed.) 


Peelers) 
Oeil eeeleleleealelrelelelrey () 





erelelped ele pel el rel ell red pel ele el elred fel elrelredelrelredel| 














See ee ea 
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In Here’s Adventures, unlike life, to 


















you can also arm yourself with ray guns, 





houses, sheep and inflatable cows. 
EVEN WEIRDER BAD GUYS. 


Freaky weapons are perfect for 


have a happy ending, you'll have to wind 
up in hell. After all, that’s where you 

must duel with Hades, god of the . 
( fighting even freakier enemies: 
a The four-headed Hydra, snake- 


underworld, to save civilization. 
STRENGTH OF 
CHARACTER. You'll go 


into battle as one of three 





haired Medusa, sword-swinging 





skeletons, crazy clowns, nasty 


heroic, mythological characters, Martians and more. GamePro 


each one with unique powers: says “Challenging bosses, humorous 


Hercules possesses super strength. anecdotes, and gigantic landscapes ~ Herc’s 


Atlanta has lightning speed. And, has it all.” In the end, it’s up to you 


Jason - savvy street smarts. to save the world in this crazy twist on 


WEIRD WEAPONS. Sure, you get the 


usual arrows, slingshots and swords. But, 


Greek mythology. And, if you fail? Well, at 
least you'll die laughing. 


< | 


= 
PlayStation 











fe) 











“ ; oa os ele elpelrelpel rele ele eltelrepelreelrel ele lela 
+ So many Martians, so little time! And, = 


to make matters worse, they've got 
Jason surrounded with ray guns. 


Unfortunately for Adlanta, the Cyclops 35> 
has a huge appetite for destruction, 
Not to mention beautiful warriors. 
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Herc’s Adventures™ and © 1997 LucasArts Entertainment Company. All Rights Reserved. Herc’s Adventures is a trademark of LucasArts Entertainment Company. The LucasArts logo is a registered trademark of Lucasfilm Ltd. PlayStation 
and the PlayStation logos are trademarks of Sony Computer Entertainment. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. The ratings icon is a trademark of the Interactive Digital Software Association. 


































he object of the game is to destroy the maximum of nine cubes at a time. When the cubes forward 
cubes before they push you over the edge. turns over the Advantage Area you can set off the activate adv. area / 
You control a character placing bombs bomb and destroy the cubes. You can set off chain 












strategically on the ground where a cube will reactions if you have several Advantage Cubes that down backward 
eventually turn over them. When a cube is directly are near each other. (Beware the black cubes, how- 
over the bomb, you can set it off to destroy the ever; they are Forbidden Cubes. Destroying them not used 
cube. At first you can will result in a row of the stage falling, giv- left move left 
run around taking out ing you less room to work with.) The faster 
individual Normal you clear the stage, the bigger IQ score speed up block cube _[_ 


Cubes, but a quicker 
way to destroy multi- 
ple cubes at one time 
is to bomb and then 
activate the green 
Advantage Cube. A 
green cube can take 
out all adjacent cubes 
which can add up to a 


you'll receive. As you progress 

=] to the higher levels, the turning 
of the blocks will be faster, the mark/capture 
puzzles will be more difficult 
oi, and there will be 
5 &; CREATE CHAIN REAC- more black cubes, not used Il 
2 a TIONS USING THE leaving you with Soke 

Sy" ADVANTAGE CUBES. less space on the R2 not used 


stage. Good luck. nob lsed 


right move right 


R1 not used 


STATS: 4 OF PLAYERS evARALTY DEVELOPER 
Puzzle 1 100% September Sony SCEI 





7 @..€ 
PaRappa the Rapper 


kick L 





down not used 


punch C 







verything you know about rap music is page and follow along on the controller. Don’t be 

about to change. When this hip hound too worried about getting the timing exactly right. 

rhymes his way into your head, you'll find In fact, sometimes it’s better to go “freestyle” and 

yourself humming his catchy ditties for just make up your own rhythm. The game knows a 

days. In this first level of the game, PaRappa good beat when it hears it, and will award a rating 
meets up with Chop Chop Master Onion, an odor- (“Cool,” “Good,” “Bad” or “Awful”) accordingly. 
ous karate teacher, who instructs PaRappa in his To get the most out of this lesson, watch what 
first lesson. Just watch the guide at the top of the changes at each rating level. Not only will Chop Gis 
~ Chop Master Onion begin to lie down in disgust 









block E 


right not used 






left not used | 

























if you perform badly, but the music will change RE tur pOse 
drastically. This is just a small indi- duck/turn i 
PARAPPA AND cation of the surprising depth in this 
Cuop CHopP IN deceptively simple-looking title. Chop R2 turn/pose 






FULL EFFECT. Chop is only one of the large cast 
of characters found in the 
complete version, including Instructor 
Mooselini, Cheap Cheap the Cooking 
Chicken and the laid-back frog Master 
Prince Fleaswallow. Just keep your 
rhythm, and remember (to paraphrase 
PaRappa), you gotta believe! 


THEME  \e)@ OF PLAYERS )e|% COMPLETE ye |AVAILABILITY PUBLISHER ) | DEVELOPER 
Musical i 1 100% November 





duck/turn lL 
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Anyone can race on tl 





No. roads anywhere 





THO Arriving in SeptembDex.| €& — 
www.thq.com PlayStation 


©1997 XING/THQ, Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. ™. 
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one. 













ore and Eidos, the team that brought you seemingly endless horde of evil henchmen to attack up move up 


Tomb Raider, join forces once again for in groups from every conceivable angle, and yet you back fist L\ 
Fighting Force, a free-roaming 3-D brawler know something they don’t; virtually every on-screen 





=" reminiscent of such arcade greats as Double object (fire hydrants, car tires, hand rails, traffic 
Dragon and Final Fight. signs, vending machines, etc.) becomes a deadly qrnip/arab ‘ 


Choose from four tough-as-nails fighters, each weapon in your hands. 
with 40+ moves, The early demo on this disc contains all left move left 
and tear your way four main characters; however, not all of i e 
through seven their attacks have been fully implemented. kick/throw object & 










increasingly difficult Try grabbing and holding an enemy, then right move right 
levels, spanning experiment with different 
such diverse punch, kick and throw com- punch/pick up object > 






bos. Also, have fun disman- 
tling parked cars and watch 


locations as office 
buildings, shopping 





R1 run 
















malls, secret for something not used Ll 
islands and CHOOSE FROM TWO special to pop 
submarines. MALE AND TWO out of the trunk. 

Count on a FEMALE FIGHTERS. 





STATS: i ED Lip =D =D 


Fighting [{ lor2 [9 85%) | 4th Otr.'97| ( Eidos [© ( Core 





up pitch down 


change locked target /\ 


amers who liked the first Ace Combat by squadrons of enemy fighters. Fortunately, you down pitch up 
will undoubtedly be thrilled with are not alone in your struggle; wingmen can be fire missiles € 
































Namco’s high-octane follow-up, which hand-picked and directed into battle. 
boasts improved graphics, smarter The controls in this demo version will take a Hleft = roll left | 
enemies and twice as many missions as its little getting used to, as they are set on Expert. 
celebrated predecessor. Press left or right to tilt your fighter, then push ground map LS 
To complete Ace Combat 2’s 30 formidable down to execute a roll. L2 and R2 will cause your 
missions, you'll have to destroy an armada of plane to yaw. The Expert controls may seem a 
land, sea and air targets, all heavily defended little counter-intuitive at first, but you should be fire machine guns 






flying like a pro in no time with a little practice. R1 
Use your ground map (Square 


CONTROL AIR button) to locate your primary decelerate 
SUPERIORITY wiTH A targets, shown in red. 


ier, fi R2 right yaw 
PLETHORA OF PLANES. To destroy the carrier, fire your 


rockets in rapid succession. After left yaw l 


a rocket launches, press 
Triangle to quickly lock onto 
another target. 

If you’re an ace, try blowing up 
the destroyer or flying under the 
suspension bridge. 


accelerate 
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TS: Fight sim\t 1 
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[Der namira. 
SHELL BREAK 
YOUR HEART, 

CRUSH YOUR BOTIES, 
Kick You inTo 
A LAVA PIT. 
THEM SHELL STEER 
AT YOUR WESPOM. 


It's Mace - The Dark Age. The most graphically stunning 3D fighting game to 
ever come home, In fact, Next Generation says, Mace is well on its way to being 
the best 3-D fighting game for Nintendo 64 “' There are 10 death-seeking 
adversaries, two devilishly difficult bosses and seven hidden characters. Each one 
with a deadly weapon or two and so many moves and combos that youll need a 
high pain threshold just to watch, A word to the wise: if youre getting your face 
kicked in, we suggest you hit the 3-D Dodge Button ~ it might just save your butt. 


Not to mention your life. 


ge Wea HAS 
PARK RPS 


EVERYTHINGS A WEAPON. 








t's no wonder why gamers immediately fell 
 ] in love with Lara Croft; she’s beautiful, aris- 
J ‘ocratic, well-traveled and has the best pair 
of guns in gaming. The first Tomb Raider, 
released at about this time last year, remains at the 
top of the charts and made both Core and Eidos 
household names. 

For the sequel, Core 
left the basic engine 
intact, instead opting 
to focus on level 
design and improving 
Lara’s appearance. 
While the non-interac- 
tive demo included on 
this disc is brief, you'll 
almost certainly notice 
Lara isn’t quite as 






















STATS: 


Action 





} in the game were composed of 2-D 
sprites. Now, you play a true 3-D polygo- 
nal football game. Being in this environ- 
ment, the players, stadiums and field ambiance 
(coaches, cameramen and sideline crews) are all 
polygonal. No more blocky players whenever you 
zoom in on the action. Also, because it is a true 








ayStation 
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TS: Football 


















i THIS IS THE ONLY TRUE 
=| POLYGONAL FOOTBALL 


[commute fever 
1-8 90% | 






“pointy” as she used to be. She also has a new 
swimsuit (Lara also dons a bomber jacket later in 
Tomb Raider 2) as well as a new wading animation. 
Although you won’t get to see her use it in the 
demo, Lara also has a handy new spear gun, useful 
for fighting underwater enemies. 

Lara's goal in 2 is to retrieve a Chinese 
artifact known as the Dagger of Xian. 
Her quest begins at the Great 
Wall of China and leads her 
to such locations as Venice 
and a sunken ship. 
Unfortunately, an evil cult 
also wants the | 
dagger, and they 
try to thwart our 
lovely heroine at & 
every turn. 









LARA IS DRESSED TO 
KILL IN HER NEW 
BATHING SUIT. 








'|% compere Yale 


95% | November 


polygonal game, the characters now move more 
fluidly, enabling the designers to realistically 
mimic real players’ actions. You will also see 
more animations that you’ve never seen before; 
forearm shivers, juke moves, one-handed 
catches and swim moves are just a few your 
player can perform on the field. 

If you’re concerned with gameplay, you’re in 
for a big surprise. First of all, Total Control 
Passing has been incorporated into this game 

from the '97 edition, which 
gives the player the ability to 
control the receiver and the 
pass at the same time. 
Another feature that has 
been greatly improved is the 
Al. The computer can adjust more 
quickly to your strategy and play 
calling. You can of course still 
change the difficulty setting to 
Rookie, Veteran or even All-Pro to 
adjust to your skills. 
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¢ tournament is on. And you will be one of them. Stunning weapons. 
ance to succe d the Multiple attacks. 6/degrees of movement. 

yan Deathmatches. Time trials. And, of course, 
the ultimate Tournament. Enter the 
hi-resolution hive of insane ain, 
ipsect racing! Bugriders: The 22 OS 
Race of Kings...it’s the real sting! 





bug-back warriors will 

enter a true-3D race to the 
death on their freakish mounts 
around 6 otherworldly tracks. And 












THE RACE OF KiNGS” cine 





Designed for 














Bugger: The Race of KingsTM © 1997 n- Boats | Inc, Al Rights Reese Sem 
\ s Created by n-Space, Ine: ‘and distributed by GT interactive Software co 
Microsoft . Corp. PlayStation and the PlayStation Logo are trademarks of So Sonate 4 
UP Nelcl eae Entertainment, Inc. Windows is a registered trademark of Microsoft 


Windows 95 Inu All other trademarks are the property of their respective companies. 


















htertainment logo is aj tation and the PlayStation logos are trademarks of Sony Computer Entertainment 
ign i tare trademarks which are the exclusive property of the respective Major League 

i@f League Baseball trademarks and copyrights are used with permission of Major 
| Players Association. ©MLBPA. www.majorleaguebaseball.com Developed 
i yww.playstation.com r 





| 


| 
| PlayStation 
L: \. 





F HEAVEN IS ANYTHING LIKE 
WRIGLEY FIELD ON A SATURDAY AFTERNOON, 
THEN DEATH WOULDN'T BE SUCH A BAD THING. 
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0 you’re wandering 

through a dungeon, 

minding your own 
business, when suddenly some 
Amazon in a red bikini is gouging 
sword marks into your head. You 
make a move to retaliate with 
your own hefty piece, 
but your blade whis- 
tles harmlessly over 
her head as she does 
the splits and goes 
for your knees. 
Enraged, you leap into 


the air, bringing your weapon 
crashing down on her neck as 
she rises from the floor. The 
sword goes crunch!, her neck 
gives a satisfying snap! and Ms. 
Crimson Thong now comes in a 











Eidos wants to get medieval on your @$$ 


set: her head and the rest of her. 
Bye-bye now. 

Such is life in the grisly and 
fantastic world of lan 
Livingstone’s Deathtrap 
Dungeon, the upcoming 3-D 
hack-and-slash medieval adven- 


diced and turned into lunch. 


ture from Eidos Interactive. The 
game combines standard RPG 
elements with the 3-D explo- 
ration and tense action of Eidos’ 
classic Tomb Raider, delivering a 
new kind of adventure game. 






DYNAMIC LIGHTING 
ENHANCES THE REALISM 
OF THE DUNGEONS. 


The enemies perform a variety of acrobatic attacks, as well 
as dodge, block and move intelligently. Get caught inside a 
i) tight group of them and you're likely to end up sliced and 









Deathtrap Dungeon is 
based on the popular 
Fighting Fantasy game- 
books by lan Livingstone. 
Similar to the perhaps 
better-known Choose 
Your Own Adventure 










books, the Fighting Fantasy 
series is a kind of role-playing 
campaign for one, sending play- 
ers through a self-contained 
text-based adventure bearing a 
fair resemblance to some of the 
earliest computer games. 
Since the books were 
already laid out in a sort of 
game format, it would have 


the action described in the 
books into a PlayStation 


would likely have been less 
than satisfactory. Instead, 


intensity action game that 


been easy to simply transfer 


game. The results, however, 


Eidos has developed a high- 

























UPGRADING YOUR 
WEAPONS IS KEY 
TO ANY RPG, 
AND THIS GAME IS 
NO EXCEPTION. 
You’LL NEED THE 
BIG GUNS TO TAKE 
ON THE GAME’S 
50-PLUS NASTY 
ENEMIES. 
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THE COLOR SCHEMES BELOW ARE USED IN THE PREVIEWS 
AND REVIEWS SECTIONS TO INDICATE THE GAME’S GENRE: 


eAction/Adventure Fighting eSports 
°Puzzle/Strategy Platform 














THE GRAPHIC 
DETAIL ALMOST 
MAKES YOU WANT 
TO AVOID GETTING 
BLOOD ON THE 
WALLS. 


Delivered in full 3-D, 
Deathtrap Dungeon 
often places the player 
in the middle of an 
uncomfortably large group of attackers. 
This isn’t always a bad thing, however. 
For example, you will often find yourself 
besieged by an enemy wielding a sim- 
ple bow and arrow. This is a 
particularly nasty attack, espe- 
cially when you have no ranged 
weapon with which to return 
fire. No need to lose hope, 
however; simply maneuver 
“| another enemy between your- 
self and the assailant. The 
»| arrows will strike the enemy in 
| front of you, killing or injuring 
them while buying you time to 
get your primary opponent into 
sword-swinging range. The 
game’s 3-D engine can be 
used to the player’s advantage in even 
more innovative and unusual ways. 





stands quite a distance from the 
turn-based gamebooks. Players of 
Deathtrap Dungeon need to be wary 
of enemies lurking behind each cor- 
ner, preparing to leap out at the first 


hidden corridors, false floors, trig- 
gered arrows and moving spikes. 
Players heading to investigate some 
interesting area might want to be 
wary of the innocent-looking statue 





opportunity. Traps and mazes 
abound, forcing the player to think 


facing inside. Some floor-set pressure 
pad will be likely to unleash a hail of 





on his/her feet in a way the books 
never could have managed. 

With its lush, detailed environ- 
ments and its dynamic, cinematic 
camera angles, the game also draws 
the player into the experience like no 
book can. Reading about being 
stabbed by poisonous needles 
flying from a wall trap isn’t quite the 
same as actually watching it happen. 
And it will happen. 

The game includes a number of 
cunning traps, like covered pits, 


arrows into your unsuspecting back. 
Just pray they're not poison. 

With an entire armory of ranged 
and hand-to-hand weapons (both tra- 
ditional RPG style and more unusual 
fare), Deathtrap Dungeon offers plen- 
ty for the role-playing fan looking for a 
weapon fix. And its collection of nasty 
beasts should satisfy those looking 
for some hack-and-slash fun. There’s 
even a choice of a male or female 
character for that personal touch. 
Just watch out for those Amazons. 








TEN LEVELS 
POPULATED WITH 
VICIOUS CREA- 
TURES OFFER 


CHALLENGE TO 
THE INTREPID. 


PLENTY OF 
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The latest on the newest 





he game that introduced the pseudo 3-D 

platform genre is coming back for more. 

Crystal Dynamics is hard at work on 

Pandemonium 2, and this time around, the 
developers are hoping to include everything they 
couldn’t cram into the first installment. 
Pandemonium 2 takes place several years 

after the original, and my, how Nikki has grown! 
No longer an awkward apprentice sorceress, 
she has matured into a full-grown woman, capa- 
ble of casting powerful magic spells. She can 


also climb, swim and edge grab (remind you of a 
certain tomb raider?). Thankfully, Fargus the fool 
remains his irreverent old self, but he, like his 
shapely sidekick, has 
learned a few new tricks. He 
can throw Sid, the talking 





VEABLE MECH. 





Pandemonium 2 


Crystal Dynamics’ psychedelic sequel 





ONE LEVEL EVEN almost certainly include it 
INCLUDES A DRI- 
















































stick puppet, 
boomerang-style 
and has learned a 
devastating new 
power-up attack. 
Although games 
such as Spider and 
The Lost World 
effectively mimic- 
ked Pandemonium!’s dynamic camera and on- 
the-rails gameplay, Pandemonium! had one ele- 
ment none of its imitators could 
capture: blinding speed. Fans of 
the original will be relieved to 
learn Pandemonium 2 plays 
just as fast as its ground-break- 
ing predecessor; however, the 
look of the game has changed 
a bit. While Pandemonium!’s 
colorful backgrounds could best 
be described as fantastic, 
those found in the sequel are 
nothing short of psychedelic; 
everywhere you look, brilliant 
colors and loud textures are the 
order of the day. 
Not much is known about 
Pandemonium 2’s plot, other 
than the fact that it centers 
around Nikki and Fargus’ 
attempt to rescue someth 
known as the Comet of Infi 
Possibilities from its evil owner, who snatc! 
the comet after it plummeted to Earth. 
Crystal Dynamics says the game is on sched- 
ule and should be in stores by October, 
barring any unforeseen difficulties. One 
thing they would not 
comment on is a 
rumored alternate 
model of Nikki, possi- 
bly nude. (Hey, why not 
show off that new 
bod?) If such a code 
surfaces, we will 





FarGus’ NEW 
WEAPON Is A Dic- 
DuG-sTYLE PUMP 
WHICH MAKES BAD 
GUYS EXPLODE. 
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in our newly expanded 
Tricks section. 
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The latest on the newest 


ay Tracers 


Say it three times fast, and what's it sound lik 





s numerous U.S. software pub- 

lishers turn to movie licenses 

and high-profile endorsees hoping 

to score a hit, one company, T*HQ, 

continues to quietly mine the Japanese 
market for the best it has to offer. First 
they scored the North American publish- 
ing rights to Ghost in the Shell (as 
described in this month’s cover story). 


Soon T*HQ will be bringing yet another al: your own car! Survive all six missions and 
Japanese hit, Taito’s Ray Tracers, to eager you'll go head-to-head with Kaiser, the deadliest 
American gamers. driver to ever get behind a wheel. 

Loosely based on the late ’80s arcade hit The racing environments, which include urban, 
Chase H.Q., Ray Tracers is a fast and furious mountain, canyon and sewer, are nicely detailed 
game of automotive combat, similar to ASCII’s and are littered with oil drums, logs and other 
Felony 11-79. Players must race through six barriers the player must contend with. Avoiding 


them will shave precious seconds from 
your timer, but smashing 
SME through them will earn destruc- 

PaarhA tion bonus points, as was the 
case with Felony 11-79. 

Before reaching Kaiser, you 
must sequentially face every 
level Boss in a grueling death 
match. Only then will you be 
allowed to go ahead with the 
person responsible for the 
current reign of terror. 

If gamers tire of the Chase 
Mode, they can put their driving 
skills to the test in the more 
conventional Time Attack Mode. 
In Time Attack, the player must 
race against a single opponent 
on one of four closed courses. 
While the courses are free of 
debris or traffic, your car is no 
longer equipped 
with nitro, so you will have 





ENEMY VEHICLES 
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CAN BE only your driving skills to 
DISPATCHED WITH rely on. TOTAL: 
ee A FEW SWIFT Ray Tracers combines the [ap uaitizs 
a BLOWS. speed of an Indy car race gush 


with the drama of an action 
hazard-filled courses, smashing through barriers flick, making for one totally 
and clashing with enemy cars, before reaching unique and explosive gaming 
each level's Boss vehicle, which must be experience racing fans will not 
destroyed with the only weapon at your dispos- want to miss. 
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A LIMITED NITRO 
METER FORCES 
PLAYERS TO 
RATION THEIR 
BOOSTERS. 


SITIKE 
1770190 
























Pim THEME 


T = RACING 











# OF PLAYERS % COMPLETE ) [AVAILABILITY PUBLISHER DEVELOPER 
90% NOVEMBER 






oe ee 


SF AO RL: 
ak es me 


a 
7 A ee 
° 


i 


ewe ere 


mw 
» 


1 
} 


ean 2 
a es 


ries 
~~ 


eee 


~ re 


ery eels ee 


CONTENT RATED BY EDN SETS 
conreaT Bare SY PlayStation 7 
ONE™ and ASC Games™ are trademarks of American Softworks Corporation. ONE™ is co-developed by Visual Concepts. ©1997 Ame! r 
©1995 PEG Limited Partnership. PlayStation™ and the PlayStation logo are trademarks of Sony Computer Entertainment, 
The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved. 





October 1997 





Official U.S. UE Wavelare ag Magazne( & ) 



















he sequel to one of last year’s surprise 
hits is on its way, and it looks as though 
it will surpass its predecessor in virtually 
every way. For Jet Moto 2, SingleTrac has 
included a wish list of improvements sure to 
thrill PlayStation racing fans everywhere. 

For starters, SingleTrac has written a new 
physics engine, greatly improving bike handling. 
Now the bikes are more stable and are easier 
to right after rolling through turns, meaning you 
won't unintentionally fly sideways anymore. 

The developers also added analog support (a 
must for the latest racers) and an innovative 
Trophy Room feature, which rewards Jet Moto 
champions 
with secret 
codes. 
Beat the 
game with 
a certain 
character, 
and you 





will receive a trophy inscribed with a special 
code. These codes give the player access to 
such goodies as unlimited turbos, a special 
Stunt Racing Mode and a host of other secrets 
sure to pump up the replay value of the game. 
No longer as concerned about inducing 
motion sickness in gamers, Sony allowed the 













































THE GAME’S 
COURSES ARE 
ENHANCED 
BY DETAILED 
SCENERY 
AND BACK- 
GROUND ART. 


THE COURSES ARE 
EVEN MORE TREACH- 
EROUS THAN BEFORE. 


course designers at SingleTrac to let their 
imaginations run wild for Jet Moto 2. (Strong 
sales figures indicated gamers handle the 
stomach-churning drops and death-defying 
leaps of the first Jet Moto.) Some of the new 
environments include a roller coaster, a geyser- 
filled park and an earthquake-ravaged LAX air- 
port, including partially submerged airplanes 
as well as a jumpable control tower! The twists 
and turns are so severe, the grappling towers 
must be utilized in all-new ways. For instance, 
the crests of the roller coaster hills are so 
high, the grapplers, which are 
located beneath the track, must 
be used to prevent your racer 
from being launched into the 
stratosphere. On another track, 
one jump will send you head-first 
into a cliff, unless you use a 
grappling tower to pull yourself 
down to a narrow precipice below. 

Control with Sony's Dual Analog 
Pad is so precise it virtually elimi- 
nates the need to lean with the 
shoulder buttons. As has become 
the custom, the left stick steers 
while the right stick accelerates 
and brakes. Pressing 
the left pressure but- 
ton (located beneath 
the joystick) grapples 
while the right one turbos. 

Regrettably, Jet Moto 2 will be 
the last game SingleTrac develops 
for Sony, but it looks as though the 
two companies will end their all-too- 
brief partnership in style with one 
of the best racers available. 
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Maneuver around floods, rock slides Challenge up to four players with split- Race one of 40 super-charged vehicles 
and collapsed bridges in treacherous screen and multiplayer link-up modes — on world-class tracks that feature off- 
weather conditions like rain and snow. or compete against seven CPU racers. road short-cuts and stunning graphics. 
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Grand Tour Racing” ’98 takes racing off the track. 
\ Dakar off-road competition across the shores of Easter Island. 
A rally through Scotland. An Indy-car event in Moscow 

Race on...and off the racetrack. Challenge the boundaries of 
six exotic locales in 40 high-speed vehicles. Master the most 





prestigious racing circuits around the globe for one of eight 
international teams. Join the Tour tough enough to earn the 
distinction as the official racing game from the #1 automotive 
publication. Car and Driver® presents Grand Tour Racing '98 


THE OFFICIAL be < 
The Race Begins September 1997. 


CAR=DRIVER. 
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aving tackled all the major team sports 
(football, baseball, basketball and hock- 
ey), Sony will soon try their luck at one 
of the most rapidly growing sports in the 
world: auto racing. Facing such heavyweight 
competition as EA Sports’ NASCAR 98 and 
Psygnosis’ Fl Championship Edition, Sony wise- 
ly aligned themselves with C.A.R.T., one of the 
premier racing leagues in the world, insuring 
the high level of realism racing fans demand. 
For starters, C.A.R.T. World Series will feature 
20 real drivers, including the likes of Bobby 
Rahal, Al Unser Jr., Jimmy Vasser and Alex 
Zinardi; real cars; and 10 real tracks, including 
Laguna Seca 
Raceway and 
Nazareth 
Speedway. 
Sony is doing 
their home- 
work to en- 
sure each dri- 













ver will behave the same as the real-world coun- 
terpart. Bobby Rahal drives cautiously but very 
clean while Paul Tracy goes for pure speed. 

If you hope to compete with the best drivers 
in the world, you'll have to master real racing 
techniques, such as drafting, and learn to 
manage your pit stops effectively. Similarly, 
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The only “CART” that will work on the Pla 
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REALISTIC 
TRACKS ARE 
ENHANCED 
BY REAL-LIFE 
LANDMARKS 
AND 
SCENERY. 


cars will have to be customized according to 
track conditions to get the maximum perfor- 
mance from your vehicle. Wing adjustments, 
tire wear, gear ratio selections and fuel load 
must be carefully managed, if you hope to 
make an appearance in the winner's circle. 

The game's tracks, which range from simple 
ovals to winding street courses, are modeled 
after actual C.A.R.T. tracks and even include 
accurate skylines and landmarks from each 
locale. Advertisements for such companies as 
Firestone, Pepsi, Toyota and Texaco adorn 
trackside objects, raising the level of 
realism even more. 

When fully optimized, the game 
should run at a brisk 30 frames 
per second, an impressive figure 
considering the amount of track 
detail and the field of 20 cars the 
computer must track. Particle 
effects for simulating tire smoke 
and pit chatter have yet to be 
added, but Sony assures us 
they'll be in the finished product. 

Players will be able to compete 
in a single race, race an entire 
season, practice on 
any track or go head- 
to-head against a 
friend via a split 
screen or link cable. 

Since EA Sports and Psygnosis 
have well-established engines for 
their racing titles, Sony is at a 
comparative disadvantage having to 
develop C.A.R.T. World Series from 
scratch, but it certainly appears they 
are on the right track. 
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PLAYERS CAN RACE 
AS THEIR FAVORITE 
C.A.R.T. DRIVER OR 
CREATE THEIR OWN 
DRIVER, TEAM AND 
CAR. CARS CAN 
ALSO BE EXTENSIVE- 
LY CUSTOMIZED. 
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mong the pleasant surprise announce- 

ments at E* was Activision’s acquisition 

of the 3-D action/adventure game 

Nightmare Creatures. Created by French 

developer Kalisto Entertainment, Nightmare 
Creatures transports gamers back to 19th- 
century London, which has become overrun with 
hideous monsters. Ignatius Blackward, a local 
man of the cloth and occult expert, suspects 
the crisis is the handiwork of the ancient 
Brotherhood of Hecate and sets out to find the 





group's leader, a man infamous for his attempts 


to animate lifeless matter. Along the way, 
Ignatius falls in with Nadia, a young American 
girl whose father had been 


A MAP OVERLAY 
HELPS YOU FIND 
YOUR WAY. 








































murdered by the 
Brotherhood. As a 
dark veil of terror 
descends upon 
London, the unlikely 
allies become the 
city’s only hope 

for salvation. 

Viewed from a 
Tomb Raider-esque third-person perspective, 
Nightmare Creatures plays like a cross between 
Doom and Resident Evil. The 
player must run about the 
game's vast levels, throwing 
switches, finding hidden power- 
ups and-of course-slashing 
truck loads of beasties to bits. 

Nightmare Creatures has 
been drawing comparisons to 
Sony’s Spawn: The Eternal, but 
Kalisto’s game, at least at this 
stage of development, is superi- 
or for a couple of reasons. 

First, Nightmare Creatures 
moves at a blinding clip com- 
pared to Spawn, which has a 
very slow, plodding pace. 
Second, you can fight up to 
three or four enemies simulta- 
neously in Nightmare Creatures, 
although doing so is not partic- 
ularly good for your health. 
Spawn’s battles, in contrast, are all one-on-one. 

Ignatius and Nadia can uncover a wide variety 
of spells and weapons, such as freeze attacks, 
pistols, fire attacks and a unique saw 
blade weapon that allows you to hack 
enemies limb from limb. 

But beware: Enemies may 
continue their attack despite 
missing arms, legs, tails or 
even their heads! 

Although it still needs a 
bit more polishing, 
Activision's latest offering 
clearly will be the stuff 
dreams-or nightmares— 
are made of. 


VARIOUS POWER-UPS 
AND ITEMS CAN 
INFLICT SERIOUS 
DAMAGE ON YOUR 
ENEMIES. 


# 


































@f Entertainment Inc. "RAYSTORM'* is a trademark of Taito Corp., licensed by Working D 1s. Original Game © Taito Corp. 1996. 
ation © Working Designs i@ king Desic istered trademark of Working De: Inc. All rights reserved. "SPAZ" is a trademark of Working Designs, Inc. All rights reserved. 


ray light my fire!? For a aR CO i 2 for Game Rating Information. 
a & 












































ontinuing the evolution apparent in their 
NFL GameDay 98, Sony’s sports division 
is souping up their college title to produce 
NCAA GameBreaker 98, and the results 
look as impressive as the game’s big 
NFL-licensed sibling. 

Employing Sony’s new polygonal football 
engine, GameBreaker 98 can now boast a “true 
3-D engine” instead of the “two-and-a-half-D” 
engine of the original NCAA GameBreaker. 
Assuming that the results will be similar to 
GameDay 98, this is without question a signifi- 
cant improvement. Although last year’s graphics 
weren't horrible, they certainly weren’t anything 
to get excited 
about. In 
this year’s 
GameDay, 
however, 
excitement 
abounds, 
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excitement is certain to transfer fully to the 
upcoming college title. 

With all 111 Division I-A teams, plus several 
all-time great college teams, GameBreaker 98 
will offer even more team options than the 
original. Gamers will be able to track statistics, 
create players and execute a number of plays 
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PLAYERS 
CAN DIVE, 
DODGE, 
SPEED BURST 
AND SPIN 

TO AVOID 
DEFENDERS. 


and formations which are unique to college 
football. Although including actual rosters for 
this year’s teams is still out of the question, 
expect the numbers of the exceptional players 
to bear a strange resemblance to those of this 
year’s stars. After all, the gamebreakers are 
what GameBreaker is all about. 

Like last year’s version, each team will pos- 
sess certain exceptional players, the “game- 
breakers.” These are visually differentiated 
from the normal players so that it is easy to tell 
at a glance where they are on the field. These 
gamebreakers have abilities which 
far exceed those of the average 
player, giving them the star status 
which is part of what makes 
college ball so unique. Oh, the 
NFL has a few exceptional play- 
ers, but there’s not quite as large 
of a difference between a Jerry 
Rice and an average receiver as 
there is between a gamebreaker 
and an average player. This is 
intended to capture the pure 
excitement of the college game. 

With a championship tourna- 
ment and several bowl 
games included, the 
game offers plenty of 
preseason and post- 
season play in addition 
to the standard college season. 

With the visual improvements 
complementing the already-solid 
gameplay, GameBreaker 98 is sure 
to prove even more successful than 
the original. College football fans, 
keep your eyes open for this one. 





FIELDS ARE 
PRESENTED WITH 
ACCURATE SCHOOL 
COLORS AND LOGos, 
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END ZONE PATTERNS. 
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n Shadow Master, Psygnosis’ 
new first-person sci-fi shooter, 
you must defend the galaxy from 
a marauding, Borg-like enemy 
who is enslaving world after world, 
depleting entire planets of their 
natural resources and mechanizing all 
indigenous life-forms. Guess whose 
world is next in line... 


The look of Shadow Master was inspired by world filled with rain forests and lakes. Halos, in 
renowned fantasy artist Rodney Matthews, contrast, is a desert world scarred with deep ENEMIES ARE STRATE- 
whose other-worldly landscapes and bizarre canyons and plagued with blinding sand storms. 
Instead of trudging through Shadow SETAE ALO. 












OFFER SURPRISE AS 


Master on foot, which is generally the case 
pene WEE pee WELL AS CHALLENGE. 


ABLE TO CUSTOMIZE with first-person shooters, you pilot 
THE DIFFERENT a one-man roving assault vehicle, 
WEAPONS, PROVIDING armed to the teeth with an arsenal 
ARIES GS of weapons and outfitted with intim- 

idating spikes. Psygnosis plans on 
DIFFERENT TYPES making Shadow Master compatible 
OF ATTACKS. with the NegCon controller, most 
major steering wheels as well as 
Sony’s new Dual Analog Pad, 
giving the player an unprece- 
dented level of control for a 
game of this type. 

Shadow Master’s nightmarish 
enemies have both mechanical 
and insectoid qualities, giving 
them a wholly original look. 
Particularly striking are the 
inhabitants of Silvan’s temple 
level, which, although gold in 
color, bear a strong resemblance 
to H.R.Giger’s Alien designs. 
Innovative sound 
design gives each 
creature its own 
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unique voice, 

aliens have graced dozens of sci-fi book covers adding an extra dimension 
and album sleeves; however, Shadow Master, of personality. 
which is filled with transparencies, lens flares and Shadow Master, in combina- 
colored lighting effects, still retains Psygnosis’ tion with the upcoming Colony 
trademark look, seen in such PlayStation classics Wars, presents a formidable 
as WipeOut and Codename: Tenka. one-two punch, sure to knock 

During the course of your struggle, you will out sci-fi fans everywhere when 
visit seven different worlds, each with its own both titles debut during the 
distinctive look and climate. Silvan is a lush fourth quarter of this year. 
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Hoop it up with arcade masters Midwa' 





idway Home Entertainment is player. In any case, the players in the 
M, hard at work on a basketball game should accurately reflect their 
title designed with realism in performance in real life. 
mind. Billed as a “five-on-five hoop With a fully customizable Preseason 


simulation,” NBA Fast Break will feature Mode, an accurate season schedule 
all 29 NBA teams, complete with logos, and plenty of practice options, NBA 
uniforms and accurate home 
courts, from the 
logos on the floor 
to the pattern of 
the parquée. 

The game will 
use a mixture of 
motion-capture data 
















A NUMBER OF Fast Break will give players the 
UNIQUE ANIMA- ability to participate in every 
TIONS HELP SPICE aspect of the game. 

UP SHOOTING The focus on ultrarealistic 
AND DUNKING. simulation may cause some to 


wonder whether the speed of 
and manually programmed animation to gameplay will suffer. At this point, the 


avoid the stiffness that is often associ- game is early enough that no accurate 
ated with motion-captured polygonal estimation can be made. One thing is 
players. A number of unique animations certain, however: Few titles should 
will be implemented as well, including prove as realistic. 


sideways and backward 
movement on both offense 
and defense. 

To enhance the game's 
realism, rebounding and 
blocking success is based 
on the players’ heights and 
abilities. Similarly, a play- 
er’s speed and agility will 
depend, at least in part, on 
the size and weight of the 


POWERED By 


namcco 





REPLAYS WILL 
SHOW ALL THE 
ACTION. 
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hen Namco released their 
ultra-accurate Guncon with 
their arcade hit Time Crisis, 
many wondered what other 
games might be available for the 
proprietary peripheral. Quickly 
putting to rest the fears of Guncon 
owners, and giving fence-sitters 
another reason to buy the gun, 
Namco is releasing a sort of virtual shooting 
gallery called Point Blank. 
Known as Gunbullet in Japan, Point Blank 
is one of the most unusual PlayStation titles 















ENEMIES 
AND NEUTRAL 


we've seen in a long time. Consisting of an 
impressive number of challenging shooting mini- 
games, Point Blank had a wide range of differ- 
ent shooter styles, from straightforward target 
practice to Hogan’s Alley-style crime scenarios. 
Some of the more unusual games require play- 
ers to take out vultures that are trying to pop a 
balloon suspending a character above shark- 
infested waters. Another level has the same 
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Point Blank 


More fun with Namco’s Guncon 






























































goofy-looking guy tied up at a stake and 
bombarded by flaming torches. Players must 
take out the torches before they reach the little 
guy, or the flames will make him fly forward, 
smashing comically into the screen. 

Even more unusual is the game’s hysterical 
Quest Mode, whereupon players guide 
two squat fellows through an RPG-style 
world by shooting the terrain, marking a 
spot where the characters will travel. 
They travel over the landscape, visiting 
houses and villages and getting into 

various encounters based on the 

target-shooting section of the 
game. Successfully passing these 
areas will reward the player with 
increased health points, extra 
lives and other goodies. 

With a specific par for each 
target game, Point Blank is 
actually much more challenging 
than it may appear. The more 
advanced modes contain as 
many as 16 different levels, 
ranging from simple to excruciat- 
ing. Of course, there is a limited 
amount of time allotted 
for each level, so 
elapsed time is a 

factor as well. 

With the unprecedented 
precision given by the Guncon, 
any game that supports it 
requires exceptional accuracy, 
and hence delivers an excep- 
tional challenge. Point Blank is 
no exception. The pickings are 
still pretty slim, however; let’s 
hope more are on the way. 


SOME LEVELS 
INCLUDE POSTER- 
BOARD LIKENESSES 
OF VARIOUS ENEMIES. 
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t's clobberin’ time! They’re the most 

successful quartet in the history of 

comics and one half of the top-rated 
Marvel TV Action Hour. They're the Fantastic 
Four, and they have their sights on conquering 


yet another medium: video games. 

Despite the addition of some eye-catching 
3-D backgrounds, Fantastic Four plays like 
the popular side-scrolling beat-’em-ups of 
yesteryear, such as Capcom’s Final Fight 
or Sega’s Streets of Rage. 


# OF PLAYERS 








Aside from the normal assortment of kicks 
and punches, each of the Fan 4 can perform 
at least three signature moves taken straight 
from the comic. Human Torch can dowse 
enemies in a shower of flame, while Mr. 
Fantastic can roll into a ball and literally 
bowl the bad guys over. The Thing can 
produce powerful shockwaves by 
stomping his foot, and the Invisible 
Woman, well, she can turn invisible. 

Having scored a bona-fide hit with their 
million-selling Turok: Dinosaur Hunter for 
the N64, Acclaim seemingly has put an 
end to their string of abysmal comics- 
to-video games adaptations. Hopefully, 
Fantastic Four will help the company 
continue their winning ways. 
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UBLISHER 
ACCLAIM 












































n addition to being the title of one of the an end to 


most grisly driver's ed. films of all time, Draenek’s rule and 
Red Asphalt is the name of Interplay’s win freedom for 
futuristic racing/combat game. Originally their homeworlds. 
intended to be a 3-D sequel to Interplay’s By abandoning 
successful Rock-and-Roll Racing, Red Asphalt the Rock-and-Roll 
has taken on a life of its own. Racing moniker, the 
Set in the year 2019, Rock-and-Roll Racing developers of Red PLAYERS CAN TRY 
follows the exploits of Motormouth, an unwilling Asphalt were free TO RACE THEIR 
competitor in The Races, a barbaric intergalactic _ to let their imaginations run wild. The action WAY HONESTLY TO 
tournament dreamt up by the evil mind of takes place in four unique environments: Neo- VICTORY, OR JUST 


Tokyo, Cloud World, Hell World BLOW STUFF UP. 
and L.A. (often confused with 
Hell). Each world contains six 
individual tracks, which, in addi- 
tion to the final Arena of Death, 
raises Red Asphalt’s total to a 
respectable 25 tracks. 

Players may choose from 
six upgradable cars, and with 
names like Hellfalcon, 
Tormentor and Nightmare, it’s BE 
abundantly clear that these a 
rolling death machines are not 
your father’s Oldsmobile. 
Winnings can be used to 
purchase lasers, napalm guns 
and oil slicks as well as better 
armor and bigger engines. 

The tracks we've seen so far 
branch at several points and 
are littered with weapon and 
Draenek, an unstoppable juggernaut who has turbo pick-ups, randomly placed by the computer 











enslaved world upon world—including Earth. to prevent memorization. The L.A. level has mov- 
By winning The Races, Motormouth and his ing road-side objects, such as ominous cranes 
cadre of rebels hope to put that tower overhead, while Hell World is 


filled with fire, wailing 

souls and other 

nightmarish imagery. 

A thumping techno 

soundtrack will 

accompany the 

action. 

Red Asphalt will 

be a PlayStation-only 
release and should 
arrive on store shelves 
in time for Christmas. 
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WREAK HAVOC. 















ack when 3-D gaming environments ai 

rendered graphics were little more than 

a dream, game developers had to rely on 
innovative play mechanics and clever level 
design to entertain players. Now that developers 
have a wide range of impressive graphical tricks 
up their sleeves, many have forgotten (or never 
learned) the basics that made video games fun 
in the first place. Fortunately there are still a 
few companies who use modern graphics tools 
to augment solid gameplay rather than replace 
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ENVIRONMENTA 
HAZARDS ARE 
BY VARIOUS PO\ 


it. One such company is Psygnosis, maker of 
the lighthearted action/puzzle game Overboard. 
The goal of Overboard is to conquer as many 
ports as possible with your lone pirate ship. 
As you might have guessed, there are a host 
of natural and man-made hazards, including 
gunships, storm clouds, locks and 
bomb-dropping parrots, between you 
and your goal. Your job is to figure out 
how to get past them. 
Old-school gamers 
looking to return to 
their roots and those 
who appreciate solid 
gameplay should check 
Overboard out. 


AVAILABILITY 








Laugh while you frag, from 
Hollywood to outerspace! 





ye 





Bag some aliens with over a 
dozen hi-tech weapons! 














An all-out overload of 
non-stop carnage! 
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DUKE NUKEM: TOTAD MELTDOWN: 


Duke's in town, And there’s nothing he hates (more.than tag 
an_army of alien punks crowding his spacesJ4 levels 

of TCH OSES 3D mayhem should seta it. 
Gigantic guns!Gruesome enemies! Total interaction! » 


‘and all-outqdevastation! Bort, mess with The Man! yj 
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Duke Nykems Tea llfjown"™ ©1996, 1997 30 Realms, All Rights Reserved. Duke Nukem G4"™ ©1996,1987 3D Realms. All Rigits Reserved, GT isa trademark dnd the GT Logo is a registered 
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« DUKE NUKEM 64 
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ys) From EA. to the moon — 32 towering levels of 
WUUVOTINGECLTGICEDUED CHOTA ITUSELSSTULELSS CLL 
maving subways...10 buti-ugly alien is ‘safe trom the 
WK OUGHT GED ESET CSS SULT CLEN SE 
Hardcore 30 action. And graphics to kill for! 

DUKES CHIE OE KG CHUL DELL EG EL 
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mong the surprisingly few 
arcade conversions for the 
PlayStation found at this year’s 
E? was Midway’s Rampage World 
Tour. The good news is that it promis- 
es to be a pixel-perfect translation of 
its quarter-swallowing brother. 
Although the graphics have improved 
dramatically since the original, 
Rampage, lumbered onto the '80s arcade scene, 
World Tour’s gameplay remains essentially the 
same. You play as one of three radioactive 
monsters: Liz, a giant lizard; Ralph, an enormous 










Toe aL ee 


BY B-MOVIES AND 


WACKY TITLE. 


werewolf; or George, a Kong-sized ape—bent on 
destroying 16 Scum Lab facilities around the 
globe (the very facilities responsible for mutating 
you into the towering monster you’ve become). 
As Betty Veronica, the busty scientist from the 
original Rampage, helplessly watches on her 
view screen, George, Liz and Ralph must level 
city after city to insure the destruction of every 
Scum Lab facility. This time around, however, 


PLENTY OF HUMOR, 
INSPIRED, NO DOUBT, 


PULP COMICS, SPICES 
UP THIS DECIDEDLY 






the gang has learned a few new tricks, such as 
hanging wall kicks that shake buildings to their 
foundations as well as Street Fighter-style jump 
kicks, good for punishing careless players who 
harm you. 

As in the original Rampage, 
destruction is only half of the 
game; you must also search for 
food, usually the two-legged vari- 
ety, to keep your monster happy 
and healthy. Some munchies 
have unexpected results, so 

beware what you eat. 

Rampage World Tour also has 
some brand-new editions, such 
as 14 bonus levels, four grudge 
mach arenas for the monsters 
to duke it out and even Bosses, 
such as V.E.R.N. (Violent, 
Enraged, Radioactive Nemesis); 
Beezleborg, Scum Lab’s “urban 
pacification unit”; and Eustas 
DeMonic, the Scum Lab’s 
power-mongering C.E.O. 

As in the arcade version, up 
to three people will be able to 
simultaneously play 
through Rampage 
World Tour’s 130 

levels when it lumbers into 
stores this November. Arcade 
fans will also want to watch for 
other excellent Midway conver- 
sions, such as Mace: The Dark 
Age, San Francisco Rush and 
Maximum Force—all scheduled 
to hit the PlayStation later on 
this year. It looks like a good 
year for arcade fans. 


DYING REVERTS YOUR 
CHARACTER BACK 
INTO ITS HUMAN 
STATE, WHICH CAN BE 
EMBARRASSING. 
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Mix it up with Badrock and co. i nl he re KY 


s less imaginative companies continue to release 


hastily produced platform or fighting games based on 
comic book licenses, GT Interactive has decided to 
actually put a little = 


thought into their adaptation 

of Rob Leifeld’s Youngblood. 
Viewed from an isometric 
perspective, Youngblood is a 
realtime strategy/combat game 
that allows the gamer to 

direct a team of up to 

four superheroes against 

the forces of evil. 

The game plays like a 
cross between Diablo 
and Command & Conquer 
with some RPG elements, 
such as experience points and plundering, thrown 
in for good measure. 

When assembling your team of heroes 
(there are 11 to choose from), the player must be 
sensitive to each character's abilities and history. 
Disregard them and you may learn during the middle 
of a mission that two of your team members will 
fight one another if left alone! 

The game's story is loosely based on the comic 
and branches at various points, making for a 
different gaming experience each time you play. 

At one point you can even choose to temporarily ally 
yourself with your archenemy, Giger. 

Although it’s too 
early to judge the over- 
all quality of the game, 
at least credit GT 
Interactive for attempt- 
ing to capture the true 
spirit of the license 
rather than rushing 
some derivative piece 
of crap to market as 
many other companies 
have done in the past. 
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ith such heavyweights as Madden and 
GameDay slugging it out on the 
PlayStation gridiron, it seems almost 
suicidal for any other company to jump 
into the fray. Even so, VR Sports remains 
~ sxexy optimistic 


4 


about their pigskin title, Jimmy Johnson VR 
Football '98. 

Why, you ask? For starters, VR Football is the 
only 32-Bit football title that allows gamers to 
create and save their own plays. It also has a 
great one-step play-calling system that’s light- 

years ahead of the competition. And since the 

game will be hitting the field later than the 
competition, it will have the most current ros- 
ters possible. VR Football also has pregame 
scouting reports, postgame analysis and con- 
structive criticism from one of the greatest 
minds in football: Jimmy Johnson, making for 
one of the most well-rounded football sims. 
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ver dream of joining the PGA tour? 
Ever yearn to play against the world’s 
greatest golfers on the most challenging 
courses around the country? Now you 
can in EA Sports’ PGA Tour 98. 
PGA Tour 98 is packed with 14 top pros, 
including multimillion-dollar winners Peter 
Jacobsen, 
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Go on tour with the best in the game 





















Brad Faxon and Davis Love Ill. All 14 pros’ 
swings and shot reactions were digitized into the 
game, providing the realism of a television broad- 
cast. PGA Tour 98 even has a TV-style hole analy- 
sis and full commentary by Ernie Johnson, Jr. 

Courses include Pebble Beach Golf Links, The 
Bay Hill Club, TPC at Sawgrass, Colonial Country 
Club and TPC at Scottsdale. EA provides you 
with course records, such as longest drive and 
lowest round, so you can track your progress 
against the best in the business. 

PGA Tour 98 boasts eight different play 
modes including an all-new Skills Challenge 
Mode, which tests shot-making ability in clutch 
situations. Even if you already own a golf sim, 
PGA Tour 98’s attention to detail makes it a 
worthy addition to any duffer’s collection. 











More than a watered-down Twisted Metal 


aving already conquered land and air with previous 
hits Twisted Metal and Warhawk, SingleTrac is taking 
their brand of 
character-driven 3-D 
combat to the seven seas 
with Critical Depth. 

After the discovery of 
several mysterious pods at 
the bottom of the Caribbean 
Sea, competing vessels 
carrying scientists, 
treasure hunters, gov- 
ernment agents, ter- 
rorists and half-crazed 
loners from around 
the globe converge on 
the site, hoping to 
unlock the mysterious 
power they are 
believed to contain. 

Published by global software giant GT Interactive, 
Critical Depth combines the furious combat of 
Twisted Metal with the freedom of movement of 
Warhawk, making for a unique gaming experience. 
Like Twisted, each of the 12 vehicles is equipped 
with its own signature weapon and can pick up 
other deadly weapons scattered about the game’s 
10 aquatic battlefields. Like Twisted Metal 2, 
Critical Depth has plenty of hidden areas and 
combo attacks, such as stun rays and depth 
charges, produced by 
performing various key 
combinations. 

Given SingleTrac’s 
penchant for irony, 
you can count on 
plenty of bizarre 
endings, rendered in 
beautiful 3-D, when 
Critical Depth hits 
shelves this November. 
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*HQ’s previous PlayStation efforts, WCW 
Vs The World and K-1 The Arena Fighters, 
allowed gamers to go toe-to-toe inside the 
“squared circle.” Soon T*HQ will be taking 
their brand of 3-D fighting to the streets with 
their upcoming release Vs. 

In Vs. four rival gangs (Campus, Beach, 
Streets and Hoods) are battling for control of 
the streets and playgrounds of their city. You 
must join the fray by aligning yourself with one 
of the gangs and eliminating your enemies. 





Although still relatively early, Vs. looks as 
though it will be T*HQ’s most visually appealing 
brawler to date. Each of the game’s 16 charac- 
ters are motion-captured and 





The latest on the newest 






move at a brisk 60 
frames per second 
(only two other 
games, Tobal No. 1 
and Toshinden 3, 
have achieved this 
feat so far). 

T*HQ promises 
the finished version 
of the game will contain complex offensive and 
defensive maneuvers complete with unorthodox 
blocks and counters. To this 
end, T*HQ is keeping the but- 
ton configuration (punch, kick, 
evade) simple to allow players 
to focus on the action rather 
than complex joystick motions 
or button combinations. 

Each of Vs.’ offbeat charac- 
ters are colorful and visually 
reflect the gang to which they 
belong. Kathleen is a petite 
schoolgirl and aiki master. 
Ramos is a headphone-wearing, 
street-fighting rapper. Mineo is 
a Venice Beach street mime 
with an attitude. Perhaps most 
colorful of all, Slim Daddy the 
pimp has killer chops and a 
wardrobe that would put 
Starsky and Hutch’s Huggy 
Bear to shame. By beating 
each gang’s Boss, players can up the playable 
character roster by four, raising the total to 
over 20. Vs. will also feature a thumping CD 
soundtrack featuring such emerging artists 
as Los Infernos, 
Suicide Machines 
and Razed in Black. 
If all goes accord- 
ing to schedule, Vs. 
should hit stores in 
October. Anyone 
looking for a lightning- 
fast and off-beat 
fighter should check 
it out. 




















FIGHTING 





# OF PLAYERS % COMPLETE) | AVAILABILITY PUBLISHER DEVELOPER 
OCTOBER 


ARE YOU READY 


ae 





By 
TO LASS 


Qo 


TOTAL 


0275 


TOTA time 
04: 375¥49 


TOWAL AMOUR T 
UL eee) 
55/000% 
FENCE 
FENCE 
FENCE? : 








© 1997 YANOMAN GAMES © 1997 CLIMAX. All rights reserved. ASCII Entertainment, Felony 11-79, and the Felony 11-79 logo are trademarks 
of ASCII Entertainment Software, Inc. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. All other 
ENTERTAINMENT __ brand and product names are trademarks or registered trademarks of their respective holders. 











pastionsl what the rest of the world is playing 










The reach of the PlayStation is global, so it’s only right that we 
provide you with the happenings and available games for your 
favorite system. Obviously, the bulk of this type of material will be 
from Japan due to the origin of many of the games we play, but 
coverage can shift if the gaming scene in, for example, Tanzania 
starts heating up. Look, we also have cool game-related items for 


game maniacs like you and me! 
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n Japan, Square has released 
a Complete Works book 
detailing the history (and all 

kinds of other stuff) of the Final 
Fantasy series up to part VI. 
There’s a bonus CD attached that 
allows you to watch mini-movies of the 
Openings, events and endings of the 
various games which sounds cooler 
than it actually is. The movies are on 
the short side with poor video quality, 
but at least the book is nice. 

Fans of females in video games 
should not miss Gal’s Island which 
concentrates solely on this subject. 
Content includes exclusive official art, 
character stats, fans dressing up in 
their favorite game outfits (cos-play) 
and lots of fan art. 

Lots of fun for everyone. 


So ya wanna see any of this stuff over here? 
Let us hear your voice—mail your opinions to 
International Games 

c/o the Official U.S. PlayStation Magazine 
1920 Highland Ave., Suite 222 

Lombard, IL 60148 

Or send it to wataru_maruyama@zd.com 
with the subject line: International Games. 
We will possibly have a phone line set up soon 
to field all your votes, but until then, send it 
through snail mail or e-mail. 


compl 
wrens 
[through VI 


with original CD-ROM) 





ood soundtracks 
enhance a game like 

nobody’s business. 
Original game soundtracks are 
released on a regular basis in 
Japan as well as when the game 
uses actual “band” music like in 
Runabout/Felony 11-79. The cool 
twist on this are the arranged 
soundtracks. The music is similar 
to that of Fatal Fury from SNK 
with the music being performed 
by a symphony or hearing the 
tunes of Street Fighter Zero/ 
Alpha 2 techno style! 














ra nscnveD KONAMI! 


hankfully, the majority of 
good games available in 
Japan for the PlayStation 
are being released here. 
There are a few stand-outs that 
have uncertain futures: 
1. Policenauts - Konami - 
Graphic/Adventure 
This dramatic tour-de-force defines 
game cinematics and is the 
biggest game missing in action. 
2. Tobal 2 - Square - Fighting game 
Excellent fighting game that needs 
a push to be brought over. Analog 
support and Quest Mode. 
3. Snatcher - Konami - Graphic/ 
Adventure 
The predecessor to Policenauts is 
awesome in its own right. 
4. Kowloon’s Gate - Sony - 
Graphic/Adventure 
Can you tell we like graphic 
adventures? Anyway, this disturb- 
ing game is close to domestic 
release and would be a cool niche 
game for the twisted. 





hen Square started 

to branch off from 

their RPG heritage 

into new waters, we 

didn’t quite know what to 
expect. Their foray into fight- 
ing games was successful 
and their other endeavors 
into the world of sports 
titles is still in the works. The Square entry into the 
shooting genre looks to be an exciting one with the 
graphics taking advantage of all those SGI machines 
they have. The title, Einhander, refers to the game’s 
play mechanics which 
revolve around using 
your lone arm to shoot, 
grab and whatever else 
they decide to throw in 
there. The game is 
mainly of the 2-D 
variety with pseudo 
3-D elements thrown in 
which looks like a meaty 
combination so far. 
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nyone who picked up 
the sleeper title In the 
Hunt will no doubt see 
the similarities in looks with | 
this game. That’s no coinci- 
lence since Metal Slug is 
from most of the same 
_ people responsible for 
the former. The best way 
to describe the game is 
_ to imagine a 2-D action 
_ shoot-fest with exaggerat- 
ed detail in the sprite 
graphics. Metal Slug had 
quite a following in the 
arcades and has come to 
the PS in relatively good shape. Seca of its arcade 
heritage though, the game is on the 
short side. Even the extra bonus items 
like a game art gallery don’t quite justi- 
fy the cost of the game. If this were 
released domestically at a lower price 
point, we could have a winner here. 
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DEVELOPER 
SNK 
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ll fighting games are not created equal and 

this is especially true for the overcrowded 3-D 

fighting game genre 

on the PlayStation. The 

latest in the series of 
Ultimate Fighter games 
from Culture Brain follows 
in the same footsteps as 
its earlier incarnations. 
They have indeed done an 
impeccable job of translat- 
ing the same jerky control 
schemes found in their 2-D 
fighters into the 3-D arena. The game does have quite 
a variety of fighters, but their moves are very closely 
related without much distinction between one another. 
There are several play modes 
which present different chal- 
lenges, but it doesn’t really mat- 
ter in the end. Don’t let the semi- 
decent graphics lure you into mak- 
ing a big purchasing mistake. It 
goes without saying that no U.S. 
publisher should go near this. 























he long wait is finally over 
and the game that started a 
tidal wave of fighters on the 
NeoeGeo has gone RPG. Starting 
with the highlights, the graphics are 
nicely drawn and convey the world of 
Samurai Shodown in a familiar way. 
The characters are fairly detailed 
with nice touches during the battle 
scenes which are handled in the 
side-to-side battle manner seen in 
earlier Final Fantasy titles. The 
music for previous Samurai 
Shodown games has always raised 
it above other fighters and that has mostly carried over to 
the RPG. The downturn to all this is 
that this is a port from the Neo CD 
version and a somewhat sloppy one 
at that. Many things that could have 
been handled marvelously by the PS 
are limited by the Neo CD hardware 
it originated on. The game is 
extremely slow in parts, but is 
still a worthy adventure. 












ne of the alltime 

greatest shooters is 

finally getting the 

face-lift fans have been 

waiting for. Konami has gone 
the same route with Gradius 
Gaiden as they have with 
Castlevania: SOTN and kept 
it 2-D! Of course there are enhancements that take 
full advantage of the PlayStation, but the majority 
of the action is the classic side-scrolling shooting 
variety. Once we get our hands on this sucker, we'll 
be putting this one through 
its paces to see if the leg- 
end continues. The future 
of this game as far as 
domestic release is 
hopeful, since it is in 
the same vein as the 
Castlevania game that 
put 32-Bit flourishes on a 
quality 2-D game. 








stats: 


AUGUST KONAMI KONAMI 





AVAILABILITY J PUBLISHER DEVELOPER 


he little fighting robot game could finally make 

its comeback on 

the PlayStation. 

Zero Divide 2 picks up 

from the previous install- 
ment with a new Story 
Mode and the obligatory 
improvements in graphics. 
The graphics have indeed 
been given a powering up 
with bulked-up polygonal 
builds and improved 
textures on the fighters. Unfortunately, the 
backgrounds seem to have been a bit toned down 
from the last game, but the 
trade-off in playability is more 
than worth it. The control is 
tighter, resulting in a better 
balance in fighting. If you were 
a big fan of the first title, you 
are sure to find enjoyment 
with the new model. 
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ow big of a crime 
is it that we do 
not yet have a 


horse racing game 
for the PS here in the 
States? | mean, it’s hard 
to go wrong with a game 
that lets you raise horses, 
race them and bet on them. 
Seriously though, Derby 
Stallion is one of those 
games that has a huge 
following in Japan, but would 
not fare as well in these parts. The staff has 
been giving the game some 
playing time and they are 
starting to come around to 
the addictive natures of 
the sport. It would be 
interesting if a U.S. pub- 
lisher dipped their toe in 
these waters. Anyone? 
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e got a peek at this game 
recently at the E* show 
where it was shown under 
the name Beastorizer. It was 
literally a surprise game out of 
nowhere and we’ve been eager for 
new info ever since. Bloody Roar 
features human fighters that can 
transform into beasts when they have 
filled the proper amount of energy 
bars. The cool graphics are somewhat 
of a given for PS fighters so let’s 
concentrate on the meat of this puppy, 
the gameplay! The action is intense 
and the overall control has 
that “precise” feel that fight- 
ing fans crave. Sony is look- 
ing very closely at this game 
and they would not be making 
a mistake with this one. It 
has an interesting gimmick 
with solid gameplay to boot. 
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NFL 
GAMEDAY 98 











here has been talk about the action from various angles without catches, swim moves, toe-drag 
who has the best football losing any detail. Having a polygonal catches, juke moves, and stiff arm, 
game on the PlayStation game gives the players realistic move- which is very useful playing against 
and boy, there’s a lot of it. ments in terms of running, tackling, your friends, who do not know how to 
Obviously, this title and EA’s diving, etc. and this is a plus. | do have tackle. | could go on and on, but that 
Madden 98 are the games in the a minor complaint about the tackling, will only ruin it for you. 
running. Though | am impressed by though. It needs more variations. The When playing sports games, | pay 
both parties, only one comes out as creators of this game have included great attention to the game’s Al. The 
the victor...NFL GameDay '98. other realistic players’ animations like ’98 edition has greatly improved in this 
This ’98 edition has come a long way the TD dance, high-step, one-hand department, giving seasoned football 
in respects to graphics. As you layers more challenge. Now, the 















computer reacts more quickly to 
your play calling as the season pro- 
gresses. For example, you're play- 
ing the Jets on the first week and 
on the fourth week of the season. 
If you happen to win the first game, 
the Jets will now know your type of 
play and have a strategy for your 
next game. So, in the sense the 


can see here at the screen 
shots, the game uses full 
3-D polygons. Attention to 
detail is exceptional. All sur- 
roundings and players down 
to their numbers on their 
jerseys are polygonal. If you 
can remember when playing 
the previous GD games 
when the action would zoom 
in on the players, everything 
got blocky like they were 
made of Legos. Not here. 
Zoom in and you can view 














computer will adapt to your style of 
gameplay. If you continue to have the 
same strategy, some low-rated team 
like the Jets might end up toppling 
over you. 

In this world of football games, you 





NFL GameDay 98 HAS IT ALL; NEW WELL- 
ANIMATED JUKES MOVES, TACKLING AND 
TIGHT-ROPE ANIMATIONS (ABOVE) ARE A JUST 
A FEW THAT YOU'LL SEE IN THIS '98 EDITION. 










AL FIELD AND PLA 
No More Lo: 
YOU ZOOM IN C 




















have to play crisp and aggres- 
sive, which means the controls 
must be precise and accurate. 
Playing this game just gives you 
that. | generally like the speed of 
the game which is a tad slower 
than before. This can be my own 
preference, but it allows you to 
control you player with much r 
more precision, enabling you to . . vars qua 
137 









find holes in the gap for you to Probive — shotgun pro split GameDA 
bulldoze through, and have an Elias rs a eer on 
easier sense of direction. As | 0 : c ; cerita 
said, this is my preference. Seat ¥ Be Fe etc 2 < SAINTS 0 
Others may set the speed to an ¥ ED rannens 0 
arcade-like mode where the 5 ead ae asf rgbhgr | presy umbrella 
action is more exaggerated. ; r. rial im vi tr} 


Playing against the computer is 
indeed challenging. In some 
cases you may have to take total 


Official 


is the best-looking sports PlayStation 
b 


Magazine 


PlayStation so far. 





control of your team to Full 3-D polygonal game 

win against your oppo- : E Z : Realistic new player animations; jukes, 
nent. You can do so by : forearm shivers, stiff arms, etc. 

choosing the Total Intelligent Al 


Control setting. With 
quick button combina- Over 500 plays 


tions, this allows you to 

control a receiver and 

the pass. You may lead 
(overthrow or under- 

throw) your receiver 

whenever you want. This 

type of procedure is called the 
Total Control Passing, which was 


first seen in its past title, NFL a 3 Olan 1 ] R 1 
GameDay '97. Sea 8 : 1Cla ating 
The talk is over and overall, Z as: 
NFL GameDay 98 comes out on : © (0) (0) (0) (0) p easssecnsecned 
top with their new 3-D polygonal 


look and excellent gameplay. 
—Dindo Perez 
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There are a lot of animations, but 
needs more tackling action 
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“Don’t be fooled...this is no kiddy game.” 


s a stroll through the crowded aisles of E* revealed, the hot 
PlayStation genre of the moment has got to be the 3-D 
platformer. A three-dimensional menagerie of geckos, 

devils and other creatures will be vying for attention this fall, 
each hoping to carve out a niche for itself. Among them will be Fox 
Interactive's great green hope, Croc. 

Developed by Argonaut Entertainment, the London-based develop- 
er of Star Fox as well as Nintendo's FX chip, Croc is a visual feast. 
By keeping the usual PlayStation software trickery (transparencies, 
colored lights, etc.) to a bare minimum, Argonaut has given Croc a 
simple, yet visually appealing look that perfectly suits the cartoonish 
tone of the game. 

Don’t be fooled, however, by Croc’s. 
cartoonish look; this is no kiddy game. 
Croc’s dexterity tests and puzzles will 
challenge even the most experienced 
gamers. Relearning many of the skills 
you took for granted in 2-D platform 
games, such as leaping onto moving 
platforms or stomping on enemies, will 
take some time as well. 

Croc also scores high marks for its 
diverse play mechanics and expansive 
gaming environment. Players must run, Official 
jump, climb, swim and tai-whip their way across four unique islands, spanning a . 

total of 50 levels. What's more, by unlocking all of Croc’s ra y a ig O n 

IN ORDER TO RESCUE secrets, an entire secret island can be accessed. Magazine 

EACH LEVELS SIXTH Croc is not without its shortcomings, however. The b 
AND FINAL GOBBO, game's camera (the Achilles’ heal of almost every title in Pros } 
CROC MUST UNLOCK — the genre) occasionally works itself into awkward posi- 
he honeataeons tions, making it difficult to judge distance. Frequent disc * Gorgeous 3-D graphics 
access also causes distracting breaks in the action. | : 
SURE Wik SeacEN ig Cauadiose ; ae a Rs challenging gameplay 
SHOT BELOW. between levels, but | do ecie © ga BIS tae? 
get a bit irritated when ¢ Did | mention the graphics? 
time you go through a Cons) us 
door, break into a 
While it’s hard to say which e A little saccharin for adults 
3D platform game will reign 
in its own right. 
-Gary Mollohan 
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the PlayStation must 
secret area or jump ¢ Occasionally awkward camera 
° ° 
supreme, Croc is a technical Offi ( | al Ra tl nn @ 


read the disc every 
into a pool of water. ° Distractingly frequent disc access 
marvel and an excellent game 
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ABE’S 
ODDYSEE 


T here are few games which can boast as loveable a charac- 



















ter as Abe, the star of Oddworld: Abe’s Oddysee. Although 
somewhat less than brilliant and not exactly cute, Abe 
nevertheless has an endearing quality that easily draws 
players into this excellent game. 

Armed with a mysterious psychic force and an eight-word vocabu- 
lary, Abe heads out on a mission to save his skin, as well as those 
of his fellow Mudukons on the planet Oddworld. Along the way, he 
encounters a number of different, wonderfully designed creatures, 
each with distinct personalities and behavior patterns. 

Abe may look like a platform title, but at its heart it is really a 
puzzle game, one vaguely similar to 
Interplay's Lost Vikings. Using his limited 
powers (both mental and physical), a few 
simple tools and a lot of patience, Abe 
must solve a number of quests through- 
out the game. To do this, he needs to 
destroy or otherwise distract various 
enemies, using a number of clever tac- 
tics and a fair amount of fancy footwork. 

Although Abe’s Oddysee is large 
enough to be challenging, it comes in 
easily digestible servings, giving a feeling 
of satisfaction upon overcoming a particu- 
lar obstacle without making the entire game seem too simple. Abe's ability to 
interact with other characters through “Gamespeak” (‘“Hello.” “Hello.” “Follow 

me.” “OK.” is as ingenious as it is amusing. Add to 
this the superlative cinematic presentation, beautiful 
(albeit somewhat dark) illustration and animation, and 
engrossing character presentation, and you have one 
truly entertaining title. A 
Because this game truly lives up to its “Odd” billing, 
it would probably be 
best enjoyed by 
gamers who appreciate 
a quirky (read: slightly 
sick) sense of humor. 
Still, | expect that Abe Cons 
will become a quick 
favorite of an unusually 
diverse audience. 
Don’t miss this. 


oe Official Rating 
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NOW, WAYNE GRETZKY CAN FACE 
WHAT OVER 600 NHL’ PLAYERS FEAR MOST. 





‘ LPA’Present 
“pence ae 





He holds more career records than any player in NHL history. And we took his speed, 
moves and cunning and put them right into Gretzky's "98 3D Hockey, It's not just a game. It's an 

NHL war zone, with active trading, player stat cards and a new, advanced simulation mode that even 
¥ Re ~ the real Gretzky could have a hard time beating Wanna piece of it? Get in line. It's hittin’ the ice in November, 











4 MIDWAY 


THE NHL & NHLPA PRESENT WAYNE GRETZKYS 30 HOCKEY ¥8:01997 Atri Goes Corporation Al is reser THE NHL & NHLPA PRESENT WAYNE GRETZKYS 30 HOCKEY 
"8 sa wademark of Wome, Grey and the Navona Hockey League Pers Assocation, exuding the word NHLNHL sa reqstered dear of the Natorl Hockey Lage. Al 

legos and marks ad vam logos and marks depicted erin are the property of te NHL andthe re and may not be reproduced without the 

Enterprises, LP©1997 NHL All rights reserved. ied under license by Atari Games Corporation. Official enced by bya ‘National Hockey National Hocke 
NHLPA and NHLPA logo ‘are trademarks of the NHLPA and are used, under license, by Atari Games Corporation, © NHLPA. licensed product of the | 
‘Association, Nintendo, Nintendo 64 and the 3-D"N logo are trademarks of Nintendo of America In. ©1996 Nintendo of America Inc. Licensed by Nintendo. 
Logos are trademarks of Sony Computer Encertinment Ine. MIDWAY is 3 registered trademark of Midway Games Inc. Used iy pein Di iby 
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oO it's finally here. The most 
hypec-up, talked-about and 
eagerly-anticipated role-playing 
game in console history has 
finally arrived. I’m talking about 
Final Fantasy VII, of course, the game that 
was billed as “the greatest RPG of all 
time” before it was even released. And the 
big question: Does it live up to the hype? 
Well, Final Fantasy VII is absolutely epic 
in scope. With a sweeping story 
line that spans three discs, 
the game makes the 40-hour 
completion time suggested by 
Square seem like an underes- 
timation. A large map, with a 
wide selection of towns and 
cities, offers plenty of areas to 
explore for the intrepid adven- 
turer. Cinematic sequences 
(including, but not limited to, 
fully rendered fullmotion ani- 
mation cinemas) advance the 
complex—and sometimes 
surprising—story. And several 


Barret 


Cait Sith 


mini-games (like arcade fighting, motorcy- 
cle racing and snowboarding) offer light- 


hearted respite from the serious story line. 


But does it live up to the hype? 

Well, as reported, the graphics are noth- 
ing short of stunning. The prerendered 
backgrounds provide some of the richest 
environments ever seen in a console title. 
The cinematic sequences segué almost 
seamlessly into actual gameplay, ridding 
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SPECTACULAR MAGIC SPELLS ARE EXCEEDED 


the game of the unpleasant graphic 
dichotomy found in most cinema-laden 
CD-based games. And clever graphical 
tricks, like decreasing the size of the 
characters as they move from foreground 
to background, add to the game’s visual 
depth. And the powerful summoning spells 
acquired as the game progresses are 
absolutely awe-inspiring, combining polygo- 
nal graphics with what appear to be 
beautifully hand-drawn special effects. 
But does it live up to the hype? 

Well, the combat interface is clever- 
ly done, with a “realtime” engine that 
is nevertheless turn-based. By turn- 
based, | mean that characters must 
wait for a Time meter to fill before 
choosing their attack, and attacks 
always occur in the order they are 
chosen, with no two characters (either 












friend or foe) attacking at the same time. 
This adds a level of urgency and excite- 
ment not found in most other RPGs. 

But does it live up to the hype? Well, 
that really depends. | have to say that, 
now that I’ve been able to put some 





ONLY BY THE INCREDIBLE POWER OF THE 

SUMMONINGS, GIANT ELEMENTAL BEASTS 
WHICH INFLICT UNPARALLELED DAMAGE ON [Rate] 
YOUR OPPONENTS. 


Summon 
Item 





playSTATS 


YOUR GROUP WILL MEET AND 
SEPARATE NUMEROUS TIMES. 
THROUGHOUT YOUR ADVENTURE, 
GIVING YOU PLENTY OF CHANCES 
TO REORGANIZE YOUR PARTY AND 
DEVELOP ALL THE CHARACTERS. 


serious time into the game, I’m a bit 


disappointed. The most frustrating 
thing about the game is the surpris- 
ingly linear story line. Until gaining 
access to the game's vehicles (at 
least 15 hours into the game), play- 
ers are basically forced to follow a 
strictly set path. Oh, you'll have the 
appearance of choices, in conversa- 
tion and in travel, but explore the 
alternatives and you'll discover that 
there is really only one feasible path 
to take. This is doubtless the case 
because of the focus on the fully 
developed story, but it may bother 
gamers used to more wide-open 
gameplay. The inclusion of some 
truly challenging puzzles would have 
helped a bit, but these are scarce. 
To make things worse, at some 


points the translation from 
the Japanese appears a 
bit muddy, causing unnec- 
essary confusion and 
clouding the fine story. 
Don't get me wrong, 
this is a great game—and 
| don’t mean great like 
“Hey, great!” but great like 
Alexander the Great. | 
guess | was just expecting 
it to be a lot closer to per- 
fect than itis. It’s still a 
mustuy for any PlayStation owner; 
just keep in mind that you'll have to 
check a good deal of your freedom 
at the door. 
Joe Rybicki 
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With the most accurate gun available for the PlayStation’ console, Time Crisis is a can't-miss proposition. 








Hey kids. Get one free in specially marked boxes of Time Crisis. 











THE MOST 


ACCURATE 
GUN ON THE 


PLAYSTATION 
CONSOLE!!!IN!! 













Presenting a shooting game 





so intense it comes with it's 


own weapon. Time Crisis 





includes the formidable firearm 


game, plus a whole new shoot- 
fest specifically created for the 
PlayStation” console. Full 3D 
polygon environments surround you 
with full 3D polygon enemies. 
Multiple modes include Story, 
Arcade and Time Attack, plus 
multiple endings. Blast away and 


duck for cover as you exterminate the 





criminal element in a variety of hidden 





zones. It's fast. It's frenzied. It's shoot first 
and do the chalk outline later. EP, : 


tion and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. The ratings icon isa trademark ofthe Interactive Digital Software Association. Photo of Time 
0 used, 


www.enameco.com 





TIME CRISIS™ & © 1995 1996 Namco Lt, All Right 
Crisis gun enhanced to look more scary. No collagen or 
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AY @ l= ound solid baseball title.” 


Ithough many sports games these days offer a choice 
between Arcade and Simulation Modes, most of them 
lean in one direction or the other. MLB 98 is an unusual 
example of one title that manages to place equal emphasis 
on both sides. This is a good thing. The flip side of this, however, is 
that the game does not truly excel in either aspect. 

The Simulation Mode is quite comprehensive, with a full range of 
statistics, team management and other options. Precise pitching 
controls are enhanced by full control over the outfield and infield, 
giving players the ability to precisely adjust the fielders depending on 
the tendencies of the batter. 

Unfortunately, the batting controls 
are less precise, which hurts the simu- 
lation aspect of the game. Even when 
using the batting cursor found in the 
Veteran and All-Star Modes, it feels 
like you don’t have as much control as 
you should. Batting in the Arcade 
Mode, to make things worse, seems 
almost completely random. Having 
never played Major League Baseball 
myself, I’m not certain whether real 
batters have more control than this. 
But as a game player, I’d like to rely 
more on skill and less on luck. Where 

this game does excel is in its Major League accuracy. 
The parks are faithfully reproduced, down to the green Magazine 
tinge of the Diamondvision screens, and the players, 
although represented by a single universal polygonal (Pros } 9) OX. 2S CO jee 
model, are realistic in terms of their statistics and 
performance. Artificial intelligence is adequate, if not 
mind-blowing, but the game does suffer from the same 
7 strange kind of bugs 
found in many other 
baseball titles. For 
example, a batter once 
popped a ball foul off of 
my pitcher which was 





661 4890190 


¢ Realistic teams and stadiums 
Comprehensive Simulation Mode 
Refreshingly simple Arcade Mode 
Decent artificial intelligence 






caught by the catcher, A é 

ringing up an out. When ° Imprecise batting control 

the catcher stepped ° Stiff, jerky animations 
back onto home plate, however, ° No real Practice Mode 


the game registered another out! VAT ° 

| guess baseball titles must be 8) ffi Cla ] R d tl are 

hard to bug-test. 
Nevertheless, this is an all 

around solid baseball title. 


—Joe Rybicki 
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TREASURES 
OF THE DEEP 


& t’s dark. Really dark. Darker than it ever gets topside. Quiet, 
} too. You strain your senses trying to distinguish shapes in 
the feeble glow of your dive light, hoping to avoid the sharp 

" rock formations that project from the ceiling of the sub- 
merged cave off the coast of Central America. Suddenly, your light 
hits upon a flat stone wall, intricately carved in the Aztec style. 
A door, no doubt. As you explore the edges, you notice a paddle- 
wheel contraption off the side. In a moment of inspiration, you 
shoot the paddle with your spear gun. It spins, sliding the door 
silently upward. You streak inside just before it comes crashing 
back down. As the underwater world returns to its natural silence, 
you notice a pair of very large eyes 
hovering before you, and realize that 
this is going to be a very bad day. 
Treasures of the Deep manages to 
capture the feeling of diving underwater 
like no other game has. Using cleverly 
designed levels, a cinematic musical 
score and a wide range of underwater 
hazards, the game brings the adven- 
ture—and the danger—of scuba diving 4 . . = 
safely to your living room. Widely varied aie i bs * 
environments populated with all manner 2 < 3 
of marine life, both ferocious and benign, - Official 
prevent the game from becoming another Aquanaut’s Holiday. Make no mistake, e la 
this is an adventure game, something like a wet Tomb ay a i O nr 
TREASURES GIVES YOU Raider. As such, it does sacrifice some realism for the Magazine 
VIRTUALLY UNLIMITED — gake of excitement. For example, all kinds of treasure, b 
TIME TO ESRLORE from gold bars to Aztec calendar plates, are scattered Kies € ORS 
THE GAMES RICH iberally throughout the levels, floating improbably in 
ENVIRONMENTS. YOU'LL midwater. The frequent health and air power-ups are Realistic, varied environments 
ALSO FIND PLENTY OF — equally improbable, but this is a game, after all. Well-designed levels 
SECRETS AND HIDDEN These concessions to Int oe ati ; 
ITEMS IN THE LEVELS. gameplay are balanced ing enemies 
by incredibly realistic Goodireplay value 
underwater fauna, from 
sharks and dolphins to 
giant eels and octopus- 
es—as well as more 
fanciful beasts, like that 
new dive buddy of yours 
who’s about to ruin your day: a 
colossal reptilian cross between cela ° 
Godzilla and Gamera. As challeng- 6) ffi (@| al R d tl nN g 
ing as it is exciting, with an espe- 
cially high replay value, Treasures 
combines action and adventure to 
make one very fine game. 


—Joe Rybicki 





Arcade elements hurt realism 
Enemies may be too challenging 


Ina World run hy meat barons and corporate scum, 
your entire race is pie filling. 


Escape from the daily grind ia Savior. Or salami. Sound Odd? 
and seek your destiny. <— isc Welcome to Oddworld. 


owww! OWWWWWW!!! 


LIVE. ay ODDWORLD @ 


Awart 
Virtual 
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BOTTOM OF 
THE 9TH ’97 


“Solid, clean and most importantly, 



















onami has once again shown that it’s gameplay—not 
big names or slick presentation—that makes a quality 
game. Exhibiting the trademark simplicity of their sports 
line, Bottom of the 9th '97 is solid, clean and most 
importantly, fun. 

Now, this is by no means a perfect game. The biggest flaw is a lack 
of a Major League Baseball license, which prevented the developers 
from including actual team names, logos or stadiums. This isn’t as 
glaring a fault as in the original Bottom of the 9th, however, since the 
designers abandoned the fake names and bizarre team logos found in 
the original version in favor of generic teams identified only by city. 
Considering that the team colors are accurate enough, it doesn’t make 
that much of a difference. Besides, since the 
game does have a Major League Baseball Player's 
Association license, all the real players and latest 
rosters are included. 

Other minor problems include an overlong 
and somewhat jerky camera pan before every new 
batter, horribly texturemapped player faces which 
are nothing short of frightening, and confused 
stadium crowds (it doesn’t seem to matter which 
is the home team; they cheer for either one, 
seemingly at random). 


Fortunately, this game's strengths far outweigh its Official . 
weaknesses. The most innovative feature is a Scenario Mode which puts players in ‘ 
an especially challenging game situation, like playing at the start of the 12th inning ay r | ion 
in a game tied at zero. You'll have to contend with Magazine 


extremely fatigued players, who are much more likely to 
flub a throw or miss a catch. Any score is likely to end ' Pros } 9) OX. SiC Ose 
the game, and with the teams in the condition they are, 
Simple, easy to pick up 
Innovative Scenario Mode 


scoring is extremely likely. Nineteen other scenarios 
Comprehensive Training Mode 


prove as challenging. 
Realistic animations 





The inclusion of an 
excellent Training Mode, 
a topnotch play com- 
mentator and realistic 
batting stances and 
animations round out 


an all-around enjoyable ‘ 
game. e¢ No MLB license 


If flash is your only e Less-than-perfect graphics 
criteria, you’d probably be better ° Confused stadium crowds 

off with one of the biggername pets 2 
baseball titles this year. But if @) ffi (ey al R epenare 
pure enjoyment is as important 
to you as it is to me, check out 
Bottom of the 9th '97. You won't 


be disappointed. 
—Joe Rybicki 
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Enemies that sleep. A hero that chants, and an untrusty steed that’s a pain in the butt. 
Sound Odd? Welcome to Oddworld. 


need a ride? giddy-up. hold on to your loincloth! 


Strategy Guide 


available from r 
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GRAND TOUR 
RACING 98 


“ ..something to racing fan. 








ctivision 


a 

























s the PlayStation racing category grows increasingly 
crowded with excellent titles, it seems to be getting 
increasingly difficult for companies to differentiate their 
latest titles from the pack. For Grand Tour Racing 98, 
Activision has taken a sort of “kitchen-sink” approach. They've 
crammed five different vehicle types, six sprawling courses and 
every conceivable play mode into a single title, hoping to include 
something to please every racing fan. Predictably, this approach 
has met with mixed results. 
Let's start with the positives. GTR has some of the largest and 
most detailed racing environments seen in any racer—home or 
arcade. Some tracks will take you up to 
four minutes to complete a single lap, 
instead of the usual one or two, and 
there is no noticeable pop-up. This is 
even more impressive when you consid- 
er virtually every roadside object, which 
includes everything from mundane trees 
and rocks to elaborate sail boats and 
fighter planes, is composed of polygons. 
Even more amazing, Eutechnics (the 
U.K-based developer of Grand Tour 
Racing 98) redrew every texture map for 
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each of the game’s weather conditions. oO igial . 
GTR also has an outstanding selection of vehicles—including rally, Indy and 7 
sports cars in addition to dune buggies and Dakar-type ay Fs | | n 
racers—from which to choose. The type of vehicle for Magazine 


each environment is predetermined (meaning you aren’t 
free to choose), but GTR offers gamers an uncommon 


Pros | box SCORE 
amount of variety, nonetheless. 


All of this must add up to a top-notch racer, right’? e HUGE courses 
Not quite. Questionable car physics (| occasionally found Five types of racers 


myself driving straight Beautiful 3-D scenery 
up cliffs), quirky control ‘ 
Zero draw-in 


and a sluggish frame 
Cons 


rate greatly detract from 
the fun. Perhaps if 
Eutechnics had included 

© Questionable car physics 
¢ Sluggish frame rate 
¢ Bizarre sound effects 
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fewer car models and 
had spent less time 
adding complex 
roadside scenery, GTR would 
play better. ee ° 
Although GTR is certainly ambi- @) ffi Cl al Ke d fl nN 6 
tious, it can’t quite keep up with 
some of the PlayStation’s more 
polished racing games. 
—-Gary Mollohan 


(na carnivorous World WHEE COMMUNICATIONS Key, 
You're a living snack With your mouth Sewn Shut 


In ODDWORLD, one man’s meat is another against each other. Most of all, 


man’s savior, and if you can unlock Abe’s you've got a brain to figure 
out what drives your freakish foes. 
ODDWORLD is stuffed with a smorgasbord of bad 


behavior, baking you in a surreal, sensory overload of 


uncanny powers you're well on your way to saving 
your bacon. 
For instance, you can talk. No, really talk. 


Communicate. Whistle. Fart. The whole nine yards. pure gaming. 


So trust in Odd, or get on the grill. 


2 PlayStation] 


And you can possess crabby killers and set them 


DODWORLD: ABE'S ODDYSte 


GAMING GETS ODD SEPT 
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amco has come up with a way to make Ace Combat even 
better. This new installment looks and plays far superior to 
any other flignt game on the PS console. 

Like its predecessor, you enter missions that you have to 
complete in order to advance to other related missions. The mis- 
sions are more descriptive and more difficult. In Ace Combat 2, 
depending on how successful you are on your missions, you can 
receive medals and ranks (promotions). Also, you can acquire more 
advanced fighter planes not seen in the previous title. Furthermore, 
if you manage to complete the game you can access the Extra 
Mode where you have to replay the missions, but in turn receive 
other extra planes that you cannot buy in 
the Normal Mode. There are supposedly 
two endings: a bad and a good, depend- 
ing on how you see it. 

Ace Combat 2 has improved its Al 
on enemy planes. The enemy aircraft 
carry out more realistic evasive maneu- 
vers, resulting in excellent dogfights. 
Overall, the difficulty of the game has 
been moved up a notch, which means 
there will be a lot of enemy resistance. 
Not only do you have the enemy aircraft E 
to worry about, but there are more ground _ . Official 


units, like tanks, missile launchers and guns that you also have to destroy. 
Unlike its predecessor, there is another option you can ay PA | i @ ni 


LIKE ITS PREDECESSOR, take to ease up the flak from below or the firepower Magazine 





YOU'LL HAVE AN from other enemy planes: you can hire a wingman that 

INDEPTH BATTLE you can specifically assign to what you want him/her to (Pros D Ox sore 
PLAN FOR ALL YOUR accomplish. For example, you can assign your wingman 

MISSIONS, BUT THESE — to stay at your side or fly ahead of you, taking out any 


° Excellent controls especially while 
WILL BE SHOWN TO enemy fighters or ground troops that pose a threat to P Uy 


using the analog stick or pad 







YOU WITH MORE VIVID Sa your mission. It doesn’t at hi 
SCENARIOS AND TRUE jena td tt ban rea he hurt to have some help wesome graphics 


e Outstanding missions 
¢ Great choices of aircraft; too many 


e Where is Ace Combat 3? 


LANDSCAPING. 






covering your butt, so | 
highly recommend hav- 
ing a wingman especial- 
ly when entering mis- 
(gay sions deep in enemy 
territory. 

The controls are 
excellent; tighter and more 
responsive than before. If you plan ou: ° 
to play this and want to have the 6) ffi (ei d ] ne d 18] nN @ 
full effect of the flight mechanics, 
| would recommend the analog 
stick or pad from Sony. 

—Dindo Perez 








PlayStation 





TO THE MOST INCREDIBLEAMMEMEALISTIC — 


FISHING EXPERIENCE EVER! . 


Reel Fishing features amazing full-motion video sequences and a variety of environmental sounds that put.you 





on the banks of fish-filled rivers, streams, and lakes. You'll feel the excitement of fighting the fish, the pride of 
landing them, and the anguish of “the one that.got away.” And no other game offers you the option of keeping 


your catches in fully-equipped aquariums where you can name them, feed them, and even watch them grow! 






“REEL FISHING IS SIMPLY STUNNING.” 


-EGM GUIDE TO SPORTS VIDEO GAMES 
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elony 11-79 is another game that could fit in the odd-but- 
unique gameplay category that may reach the big charts. 
Reluctantly, this game is far too easy to complete. 

In short, Felony starts off where you've been hired as a 
hitman. Your job is to collect precious items that conform to a key, 
supposedly unlocking a coffin filled with riches. In order to complete 
your artifact hunting, you've been fit with a vehicle of your choice to 
race against time, smuggling the antiques out of the cities. In many 
cases you have to crash through residential areas avoiding obsta- 
cles, which you can receive points for destroying. For some odd 
reason, the lightning reflexes of the pedestrian restricts you from 
running them over. When you complete 
a mission you attain other various vehi- 
cles such as a limo or the (a la Speed) 
commuter bus. The action is purely fast- 
paced, and when you drive a dumptruck 
crashing through a crowdfilled shopping 
center you can hear your testosterone 
yelling, “Mow them down!” 

The problem with this game is that 
there are only three stages and they are 
easy. In the Downtown stage, you begin 
by stealing an artifact. You then have to 
race through downtown and eventually 
escape the police out of the city. The second and third missions are self- 

explanatory: Steal the artifacts and race against the 
clock avoiding the local authorities and again racing out 
of town. These last two stages are more difficult than 


the first, but they are still easy to complete. Pros ) a 9) OS SECON RS 

After finishing Felony 11-79, the only bet in having to 
play it again is to go through the same missions driving ° Able to drive a commuter bus through 
other vehicles. If you’re generally interested in the racing a shopping center 


Say «you can enter the Time A Bias 
ea.508 Attack Mode and see if e Great racing perspective: great speed 
_ © Cool backgrounds of tracks 


you're good enough to 


beat the record times of 
each stage. Enter the 
Setting Mode and 

¢ Too easy and there are only three 
missions to complete 
¢ Can’t drive over the pedestrians 
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customize your car’s 
settings: handling, 
suspension and so 
forth. You can then test your 
modified vehicle on the whole le uy 
different enclosed track. 6) ffi (qi d ] R a tl Nn @ 
What this games needs is 
more tracks and difficulty 
to make it a mustbuy. 
—Dindo Perez 


Satisfy,all youran 


Descend into the all new psychotic world 





of Pandemonium 2 and twist reality inside 
f out. Explore a whacked-out psychedelic 
landscape with Nikki's insane double 
jump -—then dominate with Fargus’ maniacal 
attacks by hurling his viper-tongued 






Fargus is a raving maniac prone to light — Nikki-equipped with powers that 
fires now and ask questions later. only big bad girls have. 


8 Diabaig 
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Call 1.800.771.3772 for 


Pilot a giant mech through 
warped 3D tunnels. 





AB 


sires 


= ce) 
side-kick Sid for skull crushing good times. 
Navigate the undulating 3D hyper-kinetic 
backgrounds ‘till it turns your brain to puddin‘ 
Hey...it’s a twisted new world of furious 
gameplay that'll devour you before you 
truly understand it. So have a good trip. 
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PORSCHE 
CHALLENGE 


fee OS YOU Sikikel: 1S abs SsbB bobOree a ecer ae 


ith hits such as Rage Racer, WipeOut and Jet Moto, the 
PlayStation is regarded by most gamers as the racing 
platform of choice. As the first third-generation racing titles 
for the system begin to emerge, it’s clear the PlayStation is 
in no danger of losing its racing crown any time in the near future. 
A fine example of this “next wave” of racing games is 
Porsche Challenge. 

Developed by Sony UK, Porsche Challenge puts the player 
behind the wheel of Porsche’s first all-new car model in 1. 

8 years, the Boxster. 

Players begin by choosing one of six unique drivers, then it’s off 
to the track. Porsche Challenge spans 
four diverse racing environments with 
over 20 different track combinations. 

You can even test your skills at 
Stuttgart, Porsche's official test track, 
where actual Boxsters were put through 
their paces during the car's infancy. 

What sets Porsche Challenge apart 
from the pack is its uncannily realistic 
cars. Each car is beautifully Gouraud- 
shaded and light-sourced, giving them a 
photo-realistic look. Also, each of 
Porsche Challenge’s colorful drivers were 
motion-captured, allowing them to lean and steer in a highly realistic manner. 

The Porsche license, however, is something of a double- 
edged sword; the game benefits from Porsche's design Magazine 
input but also suffers from a lack of variety. Although you 
can choose from a variety of colors and drivers, the only ' Pros 9) OX SCO Re 
cars available are Boxsters, which left me yearning for 
more. Why not include a few 911s or 944s? ¢ Photo-realistic cars 

| also found Porsche Challenge’s tracks to be disap- Great analog control 

: pointingly short. 

Interactive barriers, 
which open and 
close during later 
races, open new 
avenues and add 
a bit of variety, but 
the game's track 
lengths pale in 
comparison to some of the 
latest racers. eae) ° 

Still, Porsche Challenge’s 8) ffi Cl | R d fl Nn § 
photo-realistic cars and highly 
technical driving make the game 
well worth a test drive. 

Gary Mollohan 
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Motion-captured drivers 
Interactive barriers 


e Short tracks 
¢ Lack of car variety 
e Slight draw-in 
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AUTHENTIC FANTASTIC FOUR MOVES 
IN 3D RENDERED ENVIROMENTS! 


FANTASTIC FOUR-PLAYER ACTION! ‘ BATTLE THE EVIL OR. DOOM™ 





| Je a ° 
= = For more information on game rating contact the ESRB at 1-800-771-3772, MARVEL COMICS, the Fantastic Four the Thing, Mi. Fantastic, the Human Torch, the Invisible A«laim 


| Woman and the distinctive liknesses thereof are trademarks of Marvel Characters, Inc., and are used with permission. Copyright © 1997 Marvel Characters, Inc.All rights 
Vaaeen| | PlayStation | reserved. PlayStation and the “PlayStation” logo are trademarks of Sony Computer Entertainment, Inc. Acclaim is a division and registered trademark of Acclaim - A 
____}~ Entertainment, Inc. ® & © 1997 Acclaim Entertainment, Inc. All rights reserved. www.acclaimnation.com 
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“BAR takes racing higher Dekel 


rom Indy cars to watercraft, you’ve seen them all in racing 
games, but you haven't seen vintage aircraft until Bravo Air 
Race. In fact, you haven't seen anything like this before 
unless you're into barnstorming. 
In this racing title you can choose from a variety of aircraft such 
as Mustang, Corsair and other historical aircraft. You can play one 
player and race against the computer or compete in a Two-player 
Mode. In the Two-player Mode the frame rate drops down a bit, but 
so little that it won’t slow the race. The tracks are intensively well 
designed, but there are some flaws. There are a number of pop-ups 
in the game. It gets a bit distracting in some areas like in the Snow 
Lands where part of the track 
(landscape) suddenly appears ahead 
of you, giving you a shorter time to 
respond. It’s not that bad once you 
know the layout of the track, and 
eventually know when to turn. Other 
than that, the game flies. 
Though the action is fast and smooth, 
you still have to get used to the physics 
of each plane, compensating for each 
plane’s attributes. | prefer using the 
Geebee because of it mobility and fairly 
good speed. Of course you can race with a Official 
Lightning, which will give you tremendous speed, but you'll lack mobility. As 
always in racing games you have breaks, which can help ay 
the faster planes maneuver through tight spots. What | 
don’t get about these vintage planes in this game is 
why do they have an option for an automatic or manual. 
Hmmm...Furthermore, why are these planes able to 
pass up an F-117 or an F-16? If we're trying to have an Fast and smooth racing perspective 
assortment of opponents | could understand, but I'd Good controls 

rey stating Able to fly historic aircraft 

classic feel. 

Excellent tracks 











While the game is 
graphically impressive, 
the action is far too 
easy. | could get by a 
as. i d P matic on my Geebee e Needs more levels and definitely 
ACOS ERAT iG Be and end in first or needs to be more difficult 
second place most of the time. ° Too many pop-ups 
short. The levels are cool, but it 
needs some improvement in the 
difficulty department to give it 
more replay value. 


GEEBEE i using...uh hum...auto- 
Bravo Air Race is a good flying eee) S 
racing game, but it comes up 6) ffi Cl al Ra tl n O 
—Dindo Perez 








Shu Who?! 
The deadly Wei Kingdom challenges you 
, . to do battle. 
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DYNASTY/| “\WARRIORS™ 
The fighting game with real history behind it. 
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on the wall, 
dled bodies, 
take one down, pass it around, 
98 bullet-riddled bodies on the wall. 
bullet-riddled bodi 


Ah, the smell of napalm. The thrill of tearing a 
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3-D Action Shooting Game written by Wataru Maruyama 










is set in the year 2029 when the world no longer has any 
borders. Physical boundaries became meaningless because 
of the Net, and the virtual environments therein are inhabit- 
ed by cybernetically augmented humans. The law enforce- 
ment is able to download themselves into super-powered 
mecha vehicles which they employ in their war against 
crime. The main characters, Motoko Kusanagi and Bateau, 
are from the Security Police Section 9 and operate under 
the Internal Bureau of Investigations. This is the setting 
where the action takes place. 

















Ghost in the Shell features exciting gameplay elements like 
the ability to crawl on walls and ceilings, turning the action 
on its head at times. The levels range from cityscapes to 
scenarios across water, but whatever the stage, the action 
always moves at a frenetic pace which mimics the energy 
of the movie and book. We went to the game’s producers 
to get the inside details on how they went about bringing 
this work to the PlayStation. The game was originally 
developed in Japan so we start off with SCE! producer 
Tetsuji Yamamoto. 




























Producer 
SCEI Software 
Development Division 








How long has the game 
been in development? 
TY: About a year and a half. 







What games have you 
worked on before? 
TY: On the PlayStation, |.Q., Jumping Flash 1 & 2, Gambare 
Morikawa-kun and Popolocrois (Japanese RPG). 





What were some of the difficulties of translating the 
manga to video game form? 
TY: The hardest part was adapting the world to look like 
the book. The world of Ghost in the Shell is very well 
defined so we had to make sure we conveyed that in the 
game. Everything from the look of the buildings down to the 
special effects had to match to satisfy fans of the manga. 


a | || | | || 


Can you only play as the mech in the game? 
TY: Yes. 


Why was there no option to play as the female 
character without the mech? 
TY: To preserve the intent of the comic, we wanted to get 
away from a character-based game like a Batman, 
Superman or Spider-Man. It would feel a bit too much like a 
kids’ game if we did it that way. Ghost in the Shell is aimed 
toward a more mature audience and we wanted to have the 
game appeal in the same way. 


uole}sAeld fsa eowo( 3) 
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Are there any plans for a sequel? 
TY: Not at this time. 





reiaall | 
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Who are yo 


Ghost in the Shell 





Is there anything you'd like to say to 
the readers of this magazine? 
TY: | believe Ghost in the Shell has incredible 
graphics, sound and gameplay. Please enjoy 
the game. 


T*HQ will be handling the localization of 
the game from the Japanese version and in 
charge of overseeing things is Don Nauert. 


Producer 
T*HQ 


What are some 
of the localization 
aspects that need to 
be addressed for this 
game? 

DN: The only thing we 
need to do is change some of the button 
configurations and adjust some of the screen 
text. The only other thing we are doing is 
dubbing over the voice. 





Will there be anything added to the 
game that was not present in the Japanese 
version of the game? 

DN: There are no plans. 


Will anything be removed, censored or 
adjusted (e.g. cinemas, difficulty, racy art)? 
DN: It's as is. 


What type of audience are you aiming 
for with this title? 
DN: We're definitely aiming for the 
older crowd. 


Which games have you worked 
on previously? 
DN: WCW vs. The World, TNN Bass Fishing 
and Madden for Game Boy and Game Gear. 


Michael Haller, senior vice president of T*HQ 
added that he is trying to get the game to be 
sold at direct-market outlets such as comic 
book and video stores where Ghost has the 
most recognition. There are currently plans 
to have some cross promotions with the 
domestic release of the movie soundtrack in 
addition to comic book pack-ins. The comic 
book would be Ghost in the Shell #3 (which 
most closely follows the story of the game) 
from Dark Horse Comics and this special 
reprint edition will only be available with the 
game through a promotion with Electronics 
Boutique or Babbages. You should see some 
type of in-store promotion if everything 
happens the way it should, adds product 
manager Mike Murray. 
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Ghost in the Shell 


Rent the Video 





The visuals of Ghost in the Shell are incredibly 
striking and lure you into the world from where 
the inspiration came. The game has remained 
surprisingly close to the look of the original 
book and there are brand-new animation cine- 
mas made especially for the game. To shed 
some light on these matters, we turned to 
Kan Ito, who is a producer of software product 
development for Kodansha, the large publish- 
ing company responsible for the Ghost in the 
Shell books and movies. 




























Producer 
Kodansha Multimedia Division 


The animation scenes in the game are 
spectacular. Who was responsible for them? 
KI: It is a group called Production |.G. and 
they also worked on the film. 


The film has such a different look than 

the scenes from the game. Why. is that? 

KI: The main difference is that the director in 
charge has changed. The use of computer 
technology is more evident in this version. 


J Was the creator of Ghost in 
the Shell, Masame Shirow, 

j involved in the process? 
KI: Yes, he designed all the characters 
and mechs specifically for the game. 


There were other artists involved, 
but he is still the main source. 





Ghost in the video store 
The movie version is still 
gaining new audiences 
with the initial theatrical 
run gaining rave from 
mainstream critics. The 
release of the special 
editions on both tape and 
DVD are once again stir- 
ring interest, which is good 
since the game will be out 
a month or two after those 
movies hit the stores. 

The new special editions 
are digitally remastered 
versions of the original 
movie with a 15-minute 
making-of feature. 


There are quite a few vari- 
ations out there to choose 
from and those are: 


Original 
English Dubbed, Original 
Subtitled, Special Edition 
English Dubbed, Special 
Edition Subtitled. 


Original version 
Special Edition: 
Contains both Subtitled 


and Dubbed versions. 


Prices vary 








Now You Can See Resident Evil 
Through The Director's Eyes. 
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Experience the director’s original horrific vision. Presenting 








RESIDENT EVIL DIRECTOR’S CUT” = the uncensored, unrelenting version of the i 

CONSUMER'S CHOICE OVERALL “BUST=PLAYSTATION GAME.” Substantially enhanced cane 

with frightfully graphic footage, alternate camera angles and new levels of 
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Character voices are critical when 
it comes to giving a player some- 
thing more to relate to than just a 
face on the screen. It becomes a 
more sensitive issue when you’re 
dealing with dubbing English voices 
to match Japanese character 
action. In charge of the voice- 
dubbing process is Zero Limit 
Productions. They facilitate English 
voice-dubbing to companies such 
as Sony, Bandai and Pioneer LDC 
among many others. They’re 
responsible for dubbed animes 
such as Macross Plus and Ninja 
Scroll as well as game voices in 
Felony 11-79 and DragonBall GT, 
both available for PlayStation. 
Since they handled the voice 
chores for Ghost in the Shell the 
movie, it made sense to go 

with them again and they have 
reciprocated by providing the 
same voice talent heard in the 
domestic release. 
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Mimi has 
worked on 
many animes 
and is current- 
ly the voice of Shayla Shayla in the E/ 
Hazzard television series from Pioneer. 


What attracted you to the character? 

MW: Well, the character was introduced to 
me in a way that was intriguing, you know 
the philosophy. It was a very different sort 
of role than what | usually play with more 
of an action emphasis. There’s lots of 
action going on, but at the same time 
there’s a lot more going on within the char- 
acter. There's more conflict emotionally 
and as an actor | found it very attractive. 


Is there any difference between 
playing the role of Kusanagi in the 
movie and in the game? 

MW: Their motivations are basically 
the same with a more dramatic 
emphasis on the movie version, 
but it’s still the same character. 


Is there anything else you'd 
like to comment on? 

MW: Voice acting 

is actually very, very hard work 
and it takes a lot of concentra- 
tion and effort to do it. | 
really enjoy it a lot and it’s 
tremendous fun. 





Richard is a veteran stage and voice- 
over actor whom many will recognize 
as the voice of Lunk and Ben Dixon in 
the original Robotech series. 


You also did the voice of Bateau 
in the English dubbed version of Ghost 
in the Shell movie? 

RE: Yes. 


What do like about the 

character? 

RE: | like him very much. He was a 
really cool character and | really relat- 
ed to him. I’ve played on camera and 
in voice-overs a lot of characters like 
this guy. A tough cop, a no-nonsense 
cop, but he has a lot of heart inside. 


: What was the most interesting 
thing to you in this project? 
RE: What | find the most interesting is 
| think this guy falls in love with the 
female character who is this cyborg. 
He's this tough guy who's all business 
yet has this soft spot. She fills that 
missing spot. From that perspective, 
it’s interesting. 


Special thanks to all those inter- 
viewed and to everyone who made 
this feature happen. 









( BUT THEN. THERE’ S THAT DEATH PENALTY aN) 


f Time to lock and lo; d, pal. Straight from arcades : 
everywhere, here comes Maximum Force. He's | you aginst ehsve a 

; terrorists and you control, the ‘body, cour You'll board helicopters, ATVs, . See 
ee underwater vehicles al shoot literally everythin i) sight. Gun down slimeballs on 














three completely different missions. Blast your way ini into: more than 38 secret rooms 
(three times.as many as Area 5 1); and blow everything away wit xtreme preju- ; 





dice. With Maximum Force, there's no such thing as too much'firepower. 
Go ahead; pull the trigger. And check out the Maximum font Sa Eee 
ve Sneaks at your nearest arcade. 
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This game rips asphalt. White- 
knuckle the wheel and feel those 
raw nerves pulse. 230 mph. Crashes 


poanon 


13/ 





so realistic, you'll beg for salve. 


Add a little split-screen action so + Fe 


you can taunt your friends. Formula 1 = 


es ur 


has been reborn. Grab hold, Pierre. 


The back of your neck is going for cigs 
a ride. _ faa" 
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inally. Conceivably the most 

long-awaited RPG of all time is 

here at last. You have my assurance 

that Final Fantasy VII is a large 

enough undertaking to keep even the 

most avid video game player busy for a 
while. Rather than take the conventional approach 
and give you a basic walk-through, | decided it 
would be more appropriate to highlight the bonus 
areas and trouble spots. 
The story line will move 
you along in the right 
direction, but there are a 
multitude of secret areas 
to discover. Hopefully this 
strategy will answer 
those burning questions. 
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IT’S A MATERIA WORLD 
Throughout the game you will feverishly be search- 
ing for the large number of Materia orbs that are 
scattered about. Materia orbs can be inserted in 
the empty slots in your equipped weapon and 
armor. Once placed, Materia will allow the character 
to use magic spells and enhance weapons. There 
are five categories of Materia, which are as follows: 
Magic, Summon, 
Command, Support 
and Independent. All 
types of Materia are 
an asset to your 
party, but | would 
stress locating 
Magic and Summon 
Materia most of all. 


(| 


MAGIC MATERIA @® 


The Green Materia are probably the most 
important of the five types. Used to cast a 
wide range of spells, these are the most 
plentiful of the Materia, with a total of 21 
different kinds. Here is the complete list of 
the Magic Materia found in the game. 


Lightning Ultima Heal 
Ice Destruct Revive 
Fire Contain Restore 
Earth Time Shield 
Gravity Transform Exit 
Poison Mystify Seal 
Comet Barrier Cure-All 


Find all of the Magic Materia and master 
each one of them, returning to Cosmo 
Canyon and the Huge Materia when you do. 


Approach the Huge Green Materia and you 
will receive the Master Magic Materia, which 
allows you to cast all magic spells from it. 








Asrith, 175 
— Sen anecceeeeemerenerad 


HIDDEN MAGIC MATERIA 


The majority of the Magic Materia can be 
found with relative ease, be it through shops 
or in treasure chests. Several of them are a 
little more tricky to unearth. 


Contain Materla: You won't be able to obtain 
this until after Mideel is destroyed. Be sure 
to have some of the most expensive Greens 
you can buy from Chocobo Billy with you when 
you go there. On the left side of the screen, 
you will see a White Chocobo. Give it the 
Greens and then tickle it behind the ear. You 
will receive the Materia for your kindness and 
great tickling ability. 


Cure-All Materla: There is a doorway 
obstructed in the general store at Cosmo 
Canyon. Sometime during Disc 2, return and 
you will be able to get into the next room 
containing the Cure-All Materia. 


Shield Materla: The Shield 
Materia can’t be found until 
you explore the North 

Cave during the final leg 

of the game. You will find it 
on the path to the left. If 
you choose the alter- 
nate route, someone in 
your second party 
should find it for you. 


HUGE MATERI 
There are four Huge Materia that you will 
have to go out and collect. When you 
take the sub out from Junon, you will 
have to engage the escaping Shinra 
sub and destroy it to receive the Huge 
Materia on board. Don’t bother with the 
other subs. Just focus on the main sub a 
you should have no problems. The ones at North 
Corel and Fort Condor are both fairly 
straightforward. The battle at Fort Condor will give you the 
Phoenix Summon. The final Huge Materia is about to be 
launched into outerspace to neutralize Meteor. The tricky 
part about this is that you need a password to release the 
Materia or it will be lost permanently. The password is: 
Circle, Square, X, X. Take the Huge Materia to 
Bugenhagen at Cosmo Canyon and he will 
hold them for you. If you already 
possess Bahumut and NeoBahumut, (: yf 
you will receive Bahumut Zero. The * After Weapon has been destroyed by the 
others take a little more effort. . Sister Ray, you may notice something 
* straight out of a Godzilla movie flying 
about. The first three attempts to battle 
him will give you nothing in return, not 
even experience points. It may take you 
a while to locate him, but your persis- 
tence will pay off. The fourth and final 
run-in with what we have to assume is 
another Weapon, will end with you gain- 
ing a tremendous amount of experience 
and the Ultima Weapon. This is the most 
powerful weapon that Cloud can possess 
in the game. My suggestion to you is to 
equip your characters with as many 
unmastered Materia as 
possible to aid in their progression. 


FOR SUNKEN TREASURE igen 


When you have the sub, you may come 
across a sunken ship that you can enter. 
The Turks are hanging about and you will 
need to defeat them before exploring the 
cargo hold. This area is great for building 
characters up and for gaining new items. 
The Hades Summon Materia, Double-Cut 
Command Materia and Highwind 
(Cid’s Level Four Limit Break) are the 
major items to be found here. In addition, 
there are new weapons for both 
Cloud, Cid and Vincent. 





THE BIZARRE BUGS 
AND TAIL VAULTS 


In the Wutai Area you will encounter some gener- 
ous monsters. Wander around the area with the 
suspended bridges until you run into Tail Vaults 
and Bizarre Bugs. For every one of the Tail Vaults 
you defeat you will receive a Phoenix Down, while 
the Bizarre Bugs will score you an X-Potion. 


THE BATTLE ARENA 


Competing in the Battle Arena at the Gold 
Saucer can be very profitable, but can be quite an 
investment of time. You can battle up to eight times in a 
row, receiving a larger number of Battle Points the longer 
you last. My suggestion is to stock up on Remedies and 
Maiden’s Kiss (cures Frog) and equip your chosen charac- 
ter with a Peace Ring (nullifies Berserk and Sadness). 
| like to use Cloud. Once 
he has the Ultima Weapon, 
you can pretty much clean house. Be sure that you have a 
variety of Materia, or the handicaps will leave you with no 
offense. You will lose the BP you have accumulated if you 
leave, so enter the arena well prepared. Sounds like a lot 
of trouble doesn’t it? 
Well, here’s the payoff. 


Once you have defeated Weapon 
f fourth time, he will create 
irge crater near Cosmo 
von. Use the crater to gain 
ss to the Frog Forest. You 
| need to use the bugs and 
to create paths and launch 
‘Self to out-of-reach places. 
| a frog to the venus fly trap 
dtain the Slash-All Materia in 
econd area. In the third 
_ you will need to climb up 


Enemy Lure Materla: Increases encounter rate 
Right Arm: Explosive damage against all enemies 
Pre-Emptive Materla: Increases Pre-Emptive rate 


Speed Plus Materla: Increases Dexterity 
Stardust: Uses Comet2 

Champlonship Belt: Power and Vitality +30 
Omnilslash: Cloud’s Level 4 Limit Break 
W-Summon: Casts two Summon spells at once 


receive the Typoon 
mmon Materia. 


The Limit Breaks are really what you 
should be concentrating on getting 
here. Omnislash and W-Summon 
are a couple of attacks 
that you won't want to 
. be without. 


You can find this spirited ninja 

in the forested portions in the 

Gongaga Area. When attacked by 

Yuffie, you will have to defeat her to 

be able to add her to your party. She 

will then ask you a series of ques- 
tions. First off; don’t use the Save y 3 
Point or she'll run away from you. ii Aa 
When she asks if you want to 
fight again, tell her to 
forget it. Next she'll 
ask you if you are 


scared, which you 

need to reply by telling 

her “something like 

that.” Now, ask her to 

hold on and that you want her to 
come along. She will follow you if 
you DON’T ask her name. Yuffie will 
now become a member of your party. 
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THE GOLD CHOCOBO 


No doubt, you have already stumbled upon Chocobo 
Billy’s farm and the adorable creatures raised there. 
There are different breeds of Chocobos. 
Some can traverse the tallest 
mountains, while oth: 
ers can cross shal- 
low water. What 
if | told you that 
re was a Chocobo that could go anywhere? 
Well, there is. It’s the Gold Chocobo. 


RAISING CHOCOBOS 


To raise a Gold Chocobo, you will 
have to cross breed a variety of 
others to get the desired product. 
You will first need the Chocobo 
Lure Materia to capture them. Once 


you have it, rent out six 
stalls at the Chocobo 
farm. Each stall will run 
you 10,000 gil, so be 
prepared to shell out a lot 
of money. Now the first two 
Chocobos you need are a 
Running female and a 
Walking male. The Walking 
male can be found near 
the Gold Saucer, while the 
Running female is just 
sl 7 E west of Mideel. | usually 
S capture four of them and 
= then head back to see 
what I’ve caught. 
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Vincent is the second optional character 
that can join your party. Head to the 
mansion in Nibelheim and locate the 
safe. The combination is right to 36, 
left to 10, right to 59 and right to 97. 
You have to land on the number 
exactly; if you pass it up you must 
start again. Once opened, a monster will attack you. Upon his defeat 
you will receive the gold key and the Summon Materia for Odin. Go to 
the basement and use the key to enter the room in the corridor to the 
lab. Open the coffin and you will meet Vincent. Give the bottom reply 
to his question. Go up to the coffin again once he closes it and give the 
bottom reply again to name him. Leave the room and he will join you. 


imme PlayStation 




















































Chocobo Billy will rate each one 6 


you bring in. Be sure that you get : 
a “good” Walking male and a ” 
“great” Running female. This is 
a good time to save your game. j 
F i Now return and mate these two f 
using a Carob Nut. Keep resetting 


AN, AN until you come up with a Green and oo 
a Blue Chocobo of opposite gen- 
ders (either combination will work). 
You can use the same two Yellow 
Chocobos to breed again, but you 
will need to give them some time 
after a successful mating. Once you 
have the Green and Blue Chocobos, 
feed each of them 10 Silkis Greens (see 
Chocobo Sage) and head off to the Golden 
Saucer to race. All of the initial Chocobos 
you get will be C-Class and will need 
to be advanced to A-Class. I'll get / 
into some racing tips in the next section. Return once again to the 
farm and mate them together with another Carob Nut to get a Black 
Chocobo. Head to the snow-covered Northern Continent and look for 
the tracks on the western shore. Here you will find the Dashing 
Chocobo. Make sure it is in good health and is the opposite gender of 
whatever your Black Chocobo 
is. Feed these newest 
Chocobos 10 Silkis Greens each and race them 


Listen to the advice that 
Chocobo Billy has to 
give. You don’t want to 


end up with any under 
par Chocobos in your 
Bicloll tom 


= 





@ H (6) (ae) 13] @) SYNE) E both up to A-Class. At this point you will need to go 
to an island to the northeast of the Chocobo farm. 
The forgetful Chocobo Sage can be You will need to battle with the goblins there to 
found near the North Cave in a grassy receive a Zeio Nut. With any luck, when you return 
valley amongst the snowy mountains. and use it to mate the Dashing and Black Chocobos, 
Although he will give you a good idea you will get a Gold Chocobo! The Gold Chocobo gives 


of how to get a Gold Chocobo, his 
memory lapses insure that you won't be 
getting the entire answer anytime soon. 
When mating Chocobos, you will need Silkis 
Greens, which can only be 
bought here for 5,000 gil a pop and 
you need 40 of them. Outside of 
his house, you will need to wander 
around until you run into a 
Viakorados to steal a Carob Nut. You 
need three of them to successfully 
breed a Gold Chocobo. 


you access to any place you want to go on the map. 


Chocobos of a different color 
Here are the abilities of various 
types of Chocobos you can own. 


YELLOW Travels anywhere you can normally walk 


K: Travels anywhere the first three can. 


GOLD: Travels anywhere, even through deep water. 





OFF TO THE RACES 
Racing your Chocobos at the Golden Saucer is a fairly easy 
task, but here are a couple of pointers. | usually 
choose the long race because | think your Chocobo will 
move up ranks more quickly. Leave your Chocobo on auto- 
matic and he will usually come in first. Occasionally you 
will need to take control and slow your trusty 
stead down because 
he is using up too 
much energy. 
Sometimes it is wise 
to take control from the start and really get your 
Chocobo cruising. Once there is a decent cushion, slow 
down to a medium pace. Keep an eye out for those 
prizes that you can’t seem to find 
anywhere else. 
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HIDDEN ISLANDS 


Having earned the Gold Chocobo, you will now have access to a couple of 
islands that were otherwise unreachable. The first island is straight south 
of Cosmo Canyon. Although there are no treasures to be 
found here, there are Cactuer roaming about. You 
may remember these prickly fellows from FFIII. 
Brings back memories doesn’t it? The more 
important island to find is located in the far 
northeast corner of the map. This crater- 
shaped island houses a 
cave containing the 
Knights of the 
Round Summon. 
How does hitting for 
100,000 points of 
damage sound? 
Check it out. 


THE SLEEPING MAN 


Near the city of Midgar, you will find 
a cave along a riverbed that can 
only be entered by Chocobo or 
the Highwind. Inside you will find 
a sleeping man. He will tell you 
the number of battles that you 
have fought. Once you have been in a 
number of bat- 
tles ending in 
the same two 
numbers (ie., 233 
or 477), he will 
give you mythril. 
Take it to the lone 
weapon shop near 
the Gold Saucer. Talk 
to the man and he 
will conveniently inquire if you have any mythril. He will 
then allow you to choose between two chests. The large 
wooden chest downstairs contains a Gold Armlet, while the 
small metal box upstairs holds Great Gospel, Aeris’ fourth 
level Limit Break. The Gold Armlet is a decent piece of 
armor, but | suggest grabbing the 
Great Gospel. Return to the sleep- 
ing man later to receive more 
items when you've fought the 
right number of battles. 


THE LIMIT 
BREAKS 


Here are the locations of a few of the 
stray Level Four Limit Breaks. 


*Go to Nibelheim and find Tifa’s 
house. Upstairs is a piano you can 
play. Have Cloud play the following 
sequence of notes: 


X, Square, Triangle, Li+Triangle, 
L1+Square, X, Square, Triangle, 
L1+X, Circle, X, Square, X 


When entered correctly you will 
receive Final Heaven, Tifa’s Level 
Four Limit Break. 





ODDS AND ENDS 


* The Key to Sector 5 can be found at the excavation 
site. Directly across from the man in charge is a 
ey," ‘ piece of metal protruding from the ground. Set a 
worker to dig there for you and you should find 
the key waiting for you in the box. Return 
to Midgar and visit the Item Store (the 
one that shot at you) and you will 
receive the Premium Heart. This is 
the weapon with the most slots 
for Tifa. Also, the man in the 
weapon shop will offer to sell 
you an item for 129,000 gil. It’s 
called a Sneak Glove and in my opinion is not worth the money, 
unless you are attempting to become a master thief. 


* The Alexander Summon Materia can be found at the base 
of the snowboarding mountain. Go to the hot 
springs in the upper-right corner and 
touch the water. Find the 
single-room 


cave with a person sitting in it. When 
you talk to him/her you will have to fight and 
will receive the Materia when you win. 


* Once Vincent is in your party, locate the waterfall 
flowing into a crater. You can enter either from an 
underwater passage with the sub or by Chocobo. 
Behind the waterfall is Lucrecia. She will reminisce 
with Vincent briefly and 
then disappear. Leave 
the cavern and come 
back at a later time. 

Vincent will get Death 
Penalty, which is his 
most powerful weapon 
and Chaos, his Level 
Four Limit Break. 








The path to facing Sephiroth is not an easy 
one. To reach him you must overcome 
Jenova and two rather ominous henchmen. 
| Sephiroth himself will need to be battled in 
two forms. The first form will require 
you to split your party into two 
groups of three. Try to use Limit 
Breaks and summonings that 











the targeted areas on one side and t 
Well, that’s it, you win. Yeah, right. A 
he can really get nasty. My best si 
the brunt of his attacks. In the me: 
time, have someone casting Regen or 
your healing spell of choice. The giant 
comet that he sends careening at you 
will never kill you, even if you only have 
two HP. However, once he’s done with 
the spell, he has no qualms about 
dispatching your party out. I'll leave the 
rest up to you. 
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Destroying the crane 
controls will make it 











/In the shopping mall, the display 
cdSes (above) and glass windows 
(right) can be shot for extra points. 
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AREA 3B 


With.a few well 
placed shots 
you can destroy 
these large 
storage tanks 
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Codes and Tricks for the PlayStation 





Dynasty Warriors 
Play As Sun Shang Xiang 

In order to play as Sun Shang 
Xiang, go to the Title Screen. 
Highlight “1P Battle” and then 
press: Left, Left, Up, Down, 
Triangle, Square, L1 and R1. Then 
go to the Character Select Screen 
to select the new character. 
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K1: The Arena 
' Fighters 


Boss, Strength, See Ending 


These tricks will give you a 

few new options to utilize. 
Boss Code: Choose “Team 
Battle” from the Main Menu 
Screen. When the Character 
Select Screen appears, press 
Up, Up, Down, Down, Left, Righ 
Left, Right, Start. Master Ishii 
will appear to the right of the 
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Tomb Raider 
Level Skip 

Through the many rumors of 
there being a Level Skip code 
for the PlayStation version, 
one actually came true! To 
access the Level Skip, just 
begin playing within your 
game and then hit Select. 
While in the Inventory Screen, 
enter the code: L2, R2, L1, 
OTe Pa NGE-I i eC a -----------— 
L2. Now, when you return to 
your game you should then 
proceed to the next level of 
the game! You could even 
use it to get to the end, but 
you don’t really want to do 
that, right? 















































Broken Helix 


More Ammo, Health and 

Armor 

Pause the game by pressing Start 

and then press the Triangle but- 

ton. At the Pause Screen with all 
of the Menu Options, 
highlight the “Help 




























other fighters. aE aes Tea bay Text” Option. Hold 
Strength Adjust: RETURN TO GAME L1i+R2 and then 
During a match, ee press Triangle and X 
press Start to seab CAE at the same time. 


QUIT GAME 


pause. Then press sie Oaaaibae You'll hear a beep 
ED) JR Lay Ras Les - and this will give you 


R1. You will see —~ ZU < - more ammunition 
numbers flashing when you return 
on the left and right to the game. To 


side. Use the get more health 

directional pad to = and armor, go to 

move the numbers the same Pause 

up or down for each = | 3s S Screen and high- 
character so you a i light “Help Text” 
can increase or ? >) again. Hold 
decrease your f «@ a L1+R2 and then 
chosen player’s press Circle and 
strength between X at the same 
1 and 9. time. You will hear a beep to con- 
See the Ending: Turn on the firm it worked and this will give 
PlayStation with the K-1 disc you more health and armor when 
inside. Now hold L1+L2+ you get back in the game. As 
Triangle+Circle+Left on both soon as your codes are complete, 
controllers while the game highlight “Return To Game” and 
loads. Continue to hold choose it. You will see the results 
them until the demo begins. on the right side of the screen. 

Instead of the normal intro, 

you will be treated to the 

ending cinema, complete Hii 

with the game credits. y tri a ui 

This cinema will show i me? L ol SA 


what the fighters had to 
































go through in the devel- i "i tation veo azine 
opment of the game. 


—Game Informer 


t's different. 
You may never go‘back to your old game again. 
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Namco Museum Vol. 4 


Hidden Game 
Go into the museum and from the information booth, 
go right and up the stairs. Now, turn to the left and 
you will see a room next to the game rooms called the 
X-Room. Go into this room and hold 
the L1+L2+R1+R2+Up simultane- 
ously. With these held, press 
Triangle. You will hear a sound 
and the room will flash white for a 
second. To the right of the dark 
room will be a woman with green 
clothes. Stand in front of her and 
press X. She will then disappear 
and you will be left with the 
pedestal in the middle of the 
room and the words “Assault Plus” 
flashing above it. Access the 
pedestal and the arcade game 
will be the new Assault Plus game! 


Cheat Mode and Net Teams 

While waiting for the puck to drop during the faceoff, 

press L1, L2, R1 followed by one of the buttons below 
for various results: 


X: Speeds up gameplay 
Li: Increased penalties 


ist ca 1 
1243 FLA 1 


ry R1: Increased penalty 
shots 
L2: More accurate 
shots 
R2: Easy goals 

For net teams enter 
NETHOCKEY at the 
Name Entry Screen. 


* 


ENTERED 


Street Fighter EX+Alpha 


Hidden Bonus — 
Barrel Game (2300 
re 


See 1'50"13 
To get the bonus 3 
barrel game, go to 

the Mode Select 

Menu and highlight 

“Practice.” Press 

Start, then Up, Up, 

Right, Up, Right, Up 

and Start again. A 

message will appear 

that says, “Here Comes a New Game Mode.” Now go 
into Practice Mode and you will see a new option 
called “Bonus Game.” Choose any character, and 
you will be playing the bonus barrel stage from 
Street Fighter ll. 


Jet Moto 


Enabling Codes 

You must first do the 
“Codes Enabled” trick. 
0 do this, go to the 
Options and set the dif- 
iculty to Professional, 
and the Laps Per Race 
to 6. Press Start after 
you're done and at the 
itle Screen, press 
Circle, Circle, Circle, 
Square, Triangle, 
riangle, Square, 
triangle. You will hear a 
sound and there will be 
a word balloon display- 
ing “Codes Enabled.” 
Now you can enter any 
of these codes on the 
Title Screen: 

2 Player vs. CPU: 


S a 





Circle, Square, R2, 
Circle, Triangle, L2, 
Right, Up. 

Unlimited Turbos: 
Triangle, Circle, Right, 
R2, Up, Square, Up, 
Triangle. 

Double Stunt Points: 
Right, Up, Circle, L2, 
Triangle, Circle, R1, 
R2. 

Rocket Racer: Triangle, 
Up, Up, L2, L2, Up, 
Up, Up. 

No Resistance: Square, 
L4, Triangle, Right, L4, 
Down, R2, Triangle. 
Super Ability: Down, 
Circle, Left, L1, Left, 
Right, Left, Right. 

Air Brakes: Ri, R2, 
Right, L2, Up, Circle, 
Up, Circle. 

Ice Racing: Up, R2, R1, 
Right, L1, Square, 


Right, Right. 
Multiple Camera 
Angles: Triangle, Down, 
Square, Triangle, L1, 
Le uRa Ra 

The next set of 
codes are entered at 
the Title Screen and do 
not need the previous 
code enabler to make 
them work: 
Special Dedication: 
Choose Dakota, then 
return to the Title 


1PORYER HEAD TOHEAD. 6 OPTToNs 


“8 and, Copyrigit 3996" Séiy_ interactive Ktertainment, inc, 


Screen. Go to 
the Options and 
set the number 

of laps to 2 and trophy 
presenter to Female. 
Hold R2 and select 
Credits. 
View All Endings: Go 
to Options. Set difficul- 
ty to Amateur, turn off 
Turbos and Grapples, 
hold L2 and select 
Credits. 
Present All Riders: Go 
to Options. Set difficul- 
ty to Amateur, turn off 
Turbos and Grapples, 
hold L1 and select 
Credits. 


baa A ON 
on 
Jjnorwr parse ry? Konic 





Score $10.00 Orr at SEARS on 
“THE BEST FOOTBALL GAME EVER MADE” 


- ULTRA GAME PLAYERS 






™ 







iS 


PLAYERS 





Good for $10 off Sears Funtronics Dept. regular purchase price. Valid 09/02/97 - 11/01/97 only. Offer not good 
eS CU OT ee UC UML CMT 


on layaway balances, gift certificates or credit card payments. Not redeemable for cash. Not valid with any other 
coupons or offers. Limit one coupon per transaction, one per customer. Void where prohibited by law. Cash value 
Sony Computer Entertainment logo is a trademark of Sony Ci 
the NFL Players and NFL Properties. The NFL shield design i 


% RS77O04e29S8 1000 
1/20¢. © 1997 Sears, Roebuck and Co. Satisfaction guaranteed or your money back. 
© 1997 NFLP. Players Inc logo is an official trademark of the 







and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Officially licensed product of 
ie National Football League. Team names, nicknames, logos and other indicia are trademarks of the teams indicated. TM / 
Inc. Developed by Sony Interactive Studios America. © 1997 Sony Computer Entertainment America Inc. 
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Agile Warrior 


Debug Info Toggle: Left, 


Square button four times, Up, 


Triangle three times, Rig 
Circle, Down, X, L2, R2. 
Overhead Camera: Left, 


ht, 


Square button four times, Up, 


Triangle three times, Rig 


’ 


Circle, Down, X, Up, Down, 


Left, Right. 


Long Camera Views: Left, 


Square button four times, Up, 


Triangle three times, Rig 
Circle, Down, X, X, X, X, 
Circle, X, X, X. 

Mission Complete: Left, 


19 


Square button four times, Up, 
Triangle three times, Right, 





Circle, Down, X, Triangle, 
Triangle, Triangle, Down, 
Down, Down. 


Enable Ground Crash: Left, 
Square button four times, Up, 
Triangle three times, Right, 





Circle, Down, X, Square, 
X, Square. 


x, 


Tricks Archive is a monthly collection of every code available for the 
PlayStation starting with the earliest releases first. The Archive will 


also feature past GameShark and other related tricks and codes. 


Agile Warrior 


Any and all of these codes may be entered in 
the middle of any game. Just press Start to 
pause and enter the codes as shown: 


B1 Airstrike: Left, Square button four times, 
UP, Triangle button three times, Right, Circle, 
Down, X six times. 

Mesh Fog Editor: Left, Square button four 
times, Up, Triangle button three times, Right, 
Circle, Down, X, Down three times, Triangle 
button three times. - 
Overhead Map XY BT. f 
Transparency: Left, 

Square four times, 

UP, Triangle three 

times, Right, Circle, 

Down, X, Circle 

five times. 

Hover Mode: Left, 

ESo(Ur-le-molvacolamielelg 

times, Up, Triangle button three times, Right, 
Circle, Down, X, Triangle three times, X. 


Alien Trilogy 


At the Title Screen, access Options and press 
Start. Move down to the Enter Password Option 
and choose it. On the Password Entry Screen, put 
in the letters GOLVL and the number of the level 
you want to access. The levels go up to 34, and 
35 is the ending cinema. Don’t access 35 if you 
do not want to see the ending of the game. After 
entering the password, move down and choose 
Accept. The screen will say, “Cheats Activated.” 


Battle Arena Toshinden 


To set your camera controls to your top four 
buttons, go to the Options Screen and set 
your controls so they read Not Use. Change 
the camera action to Yourself and set the 
keys to Camera X and Y. If you have two 
controllers, pause and hit Select on controller 


one to let you zoom, 
and Select on con- 
troller two to advance 
each frame. To remove 
the Pause Options and 
life bars, Pause and 
hold all four fire 
buttons. Hit Select 
twice to remove them. 





College Slam 


Both of these codes are to 
be done at the Today’s 
Match-up Screen. For Power 
Dunks, press Up and Down 
continuously for about five 
seconds and then press a 
button. You can now dunk 
from half court! For a whirl- 
wind throughout the game, 
rotate the pad clockwise 
continuously for about five 
seconds and then press a 
button. Now, knock down 
your opponents with ease! 





Everything Vegas. In a box. 


) IUDEN 


| NUC Gr GEN 


Aa) 


bod 


All the grandeur of the Golden Nugget casino. Try your luck at Double Diamond slots Experience the thrill of Baccarat Solve a mystery starring Adam West 


It seems elegance, excitement, and 16 games of chance can actually fit inside one video game. That's right, finally a casino game has 
been created for the Sony PlayStation game console. Luckily that game is the Golden Nugget, featured in its opulent brass and marble 
environment. Saunter into this virtual Las Vegas casino, and play BlackJack, Craps, 7 Card Stud and more. And play them all with the 
odds and payoffs you'd really have in Vegas. You'll also get to solve a mystery with Adam West. From your living room, no less. It’s just 
part of the privilege of owning Vegas, the one in the convenient take-home size. 


IRGIN INTERACTIVE ENTERTAINMENT, INC. All rights reserved. Golden Nugget is a registered trademark of GNLV Corp. dib/a Golden 
Hotel and Casino. Virgin is a u af Virgin d. The following marks th authorization of IGT-North 
Royal Flush’ and "Double Diamond” Li ica for use PlayStation game console. 
Station and the m Ent . The rat tradem 
ware Association. Manufactured and printed in U.S.A. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CO! 


NTSC U/C DESIGNATION. US, AND FOREIGN PATENTS PENDING. www.vie.com [:Peysration: | 
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Driver 7 enter. your name: 


NPLASERS 


Destruction Derby 


Choose Wreckin’ Racing from the 
Main Menu Screen. After you select 
it, choose Championship. Enter your 
name as NPLAYERS. Go back into 
the Wreckin’ Racing Option, choose 
it once more, but this time, pick 
Race Practice. Now move to the 
Track Selection Screen and pick a 
track. Once you 
do, you will be 
able to set the 
number of 
competitors in 
the race! 


ESPN: Extreme 
Games 


Go to the equipment room and then 
go to the TV marked with a 1. Press 
X. Then go to the equipment selec- 
tions and deactivate each one by 
pressing X. Now choose a course 
and begin your race. You can race 
all by yourself and come in first 
place every time, getting plenty of 
cash in the process! Repeat this 
process until you have enough for 
the expensive stuff! 


Maximuns, 

BErce- $950 * Ls 

‘our feash= $3310 
Use ASELECT™ topbuy: 


Normally, it would take quite a long 
time to master the bonus stages and 
acquire a remote for the coveted 
Planet X, but now you can get to it 
via a simple password! From the Title 
Screen, choose the Password Option 
and enter the code: RYYRYXKB. Go 
back to the § ro 

Title Screen 

and start your 

game. You will 

now have 

access to all 

the stages in 

Planet X! 


oe ie 

oe rig 

Bo NA 

eae Nes a DY 


APE EE SEN 
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In the Hunt 


After you die, and the countdown 
has started, and you have no 
credits left (continue 0), hold the 
Triangle and Select buttons and 
press Start for five continues each 
time you do this! : 


MUSIC UOLHME 
errant 


ER UOLIME 
4 UUPRETEETEUETEEOTT 


CONTINNE 


fee 


DAs Heres 


lala 
PALIER 


Loaded 


Press and hold the L1 and L2 buttons 
for 10 seconds. After this time has 
passed, press Down, Right, Down, 
Right, Triangle. Press X to increase 
your gun power and Start to exit. 
Repeat to max out your gun. 





Loaded 


During the game, press 
Start to get the In-game 
Option Menu. Once there, 
press and hold the Li and 
L2 buttons for 10 seconds. 


PANSEn 
MUSIE UOLUME 
UL Lea 


FR VOLUME 
TEEEEEETEETEEREEEEEE 


CONTINVE 


OUT 


Keep holding these 
buttons and 

after the 10 
seconds, press 
the sequences 
below to get 

these various 
results: 

Ammo: Down, 
Right, Circle, Left, Right, Circle. The 

word “AMMO” will appear. When paused, press any of the 
buttons (Square, Circle, Triangle or X) repeatedly for an 
ammunition increase. 

Health: Right, Right, Left, Down, Down, Up, Triangle, Circle. 
The word, “HEALTH” will appear. When paused, press any of 
the buttons (Square, Circle, Triangle or X) one time to 
increase your health to max. power. 


HEALTH 


PANSED 
MUSIC MOLINE 
nen ter 
FH UNLUME 
seeneneren een 
CONTINUE 
HEALTH 
(lila) 


YOO HAVE BEEN CHOSEN 
TO REPRESENT EARTH IN 
MORTAL KOMBAT. 

BE WARMED. 
ALTHOUGH YOOR SOOLS ARE 
PROTECTED AGAINST SHAO 
KABN'S EVIL; YOOR 
LIVES GRE NOT. 
| CANNOT INTERFERE 
GNY LONGER AS YOOR 
EARTH IS NOW RGLED BY 
THE OGTWORLD GODS. 


Mortal 
Kombat 3 


After the game loads for a 
bit, you'll see a cinema 
intro with Rayden. As soon 
as this screen appears, 
press Triangle, Square, 
Circle, X, Li, L2. Press 
Start. When the menu 
block appears with the 
word, “Kombat” on it, 
press Up and you'll see a 
blue question mark. Press 
a button to access this, 
and you'll get a Cheat 
Menu where you can 
access levels, Smoke, 
unlimited fatality time, etc. 


THESE ARE THE WORDS OF 
RAYDEN. 


ENTER 
THE GUIMATE KOMBAT KODE 
SELECT YOUR FIGHTER 


EATER 
THE GLTIMATE KOMBAT KODE 


ETT 
o 


FROM THIS POINT OM. 
SHOKE 15 AT JOUR CONTROL 


é- => 
PlayStation 


Mortal Kombat 3 


These tricks must be 
done at the Vs. Screen in 
a two-player game. Both 
players one and two must 
enter the theme at the 
same time before the 
Battle screen loads. The 
numbers in parentheses 
indicates the number of 


times you must press each 
button. The first number is 


entered with the Square 


button, the second with the 


are lard (cm ol] acolaielave Mmuglcy 


third with the Circle button. 
On the Vs. Screen the first 


PiAveR 2 uatr POWER 


three symbols will change 
for P1 and the second 
three symbols will change 
for P2. Use the codes 


below for different results: 


P1(100)-P2(100)-No 
Throws 

LH (OAK0) o A(0A10) a 
Blocking 
P1(987)-P2(123)-No 
Meters 
P4(033)-P2(000)-Half 
Energy 
P1(000)-P2(033)-Half 
Energy for Player Two 
P1(707)-P2(000)-Quarter 


Energy for Player One 
P1(000)-P2(707)-Quarter 
Energy for Player Two 
P1(688)-P2(422)-Dark 
Fighting 
P1(282)-P2(282)-Text: 
No Fear 


P41(987)-P2(666)- 

Text:Hold... 
P1(460)-P2(460)-Random 
Morphing 
P1(985)-P2(125)- 
Multimode 
P1(466)-P2(466)- 
Unlimited Block 
P1(642)-P2(468)-Galaxian 
P1(969)-P2(141)-Winner 
Fights Motaro 
P1(769)-P2(342)-Winner 
Fights Noob Saibot 
P1(033)-P2(564)-Winner 
Fights Shao Kahn 
P1(205)-P2(926)-Winner 
Fights Smoke 
P1(123)-P2(926)-Text: No 
Knowledge 


Mortal Kombat 3 


While the game is loading, wait until the 
Copyright Screen appears and move the direc- 
tional pad in a continuous clockwise motion. 
After a moment, a screen will appear that 
says, “Enter the Ultimate Kombat Kode,” Take 
the first controller and press R1 once, Triangle 
six times, Circle nine times and X six times. 
You must do this within the nine seconds that 
the game gives you. If done correctly, one or 
two players will be able to choose Smoke from 
the Character Selection Screen. 


L66T 4840190 
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or 
SKELETON 


NFL GameDay 


At the Main Menu Screen, access 
the Options. Next, press Select 
then Select again. This brings you 
to the Password Screen. Enter any 
one of these codes (in caps): 
SKELETON: Allows user to play 
with two skeleton teams in the 
Bone Bowl. 

MAYHEM: Increases the 
frequency of injuries. 

DEFENSE: This increases the ability 
of the defense. 

JUICE: This makes the “speed 
burst” faster. 

STEROIDS: This allows the user to 
rapidly perform special moves. 
CRUNCH.TIME: This greatly 
exaggerates the force of hits in 
the game. 

STICKUM: Increases the ability to 
catch the football. 


The Raiden Project 


First, at the Raiden Project Main 
Menu, highlight “Launch Raiden II” 
and select it. When the game is 
loaded, a 30-second demo will 

play. From here, you can control 
the game’s demo by holding the R2 
button and playing as normal! 


archive 
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FIRSTDOW 


Pass from 





Bayard gain 


PICK.CITY: This creates more tipped 
passes and interceptions. 
CANNON.ARM: QBs throw quicker 
and farther. 

BIG.BOYS: This increases the size of 
the players. 

OFFENSE: This makes the offense 
more effective. 

URNOTREDE: This hidden stage is 
the most difficult level and it affects 
gameplay in a variety of ways. 





Ridge Racer 

Choose any vehicle at the Car Select 
Screen. Begin racing and win every 
race. After completing the first three 
courses and the time trial in first 
place, you will be able to access four 
bonus courses. The courses are the 
same as the first four but you must 


race them completely 
backward. The last bonus 
course is the time trial. 
You may choose to race 

on this course immediately. 
At first, you only race 


Novastorm 


Play the game through until you 
die. When you get a high enough 
score, you may enter your name 
on the high score list. Put in the 
name TWIRLY and then leave a 
space at the end. Press Start 
and you will get back to the Main 
Menu Screen. However, there will 
be a new option in the middle of 
the screen. Choose this symbol to 
access the level select. Choose a 
sub-stage within any level! 





against one other yellow car. But after 
the first couple of turns, the secret 
black Diablo is waiting for you. If you 
can make it through all three laps to 
the finish line before the Diablo does, 
you can add this elusive race car to 
ole] rex) {-xe1d cole) mer=|e-Mam Lan (olU] (ef ol r] 
good idea to do the trick to play more 
cars (shown on the sidebar to the left) 
before attempting to beat the Diablo. 
This way you will have more choices 
of faster cars, which will give you a 
better chance to win. 
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e 
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Toshinden 2 


First, from the Title Screen, you must go into 
the Options and change the difficulty setting 
to four or above. Now, you must beat the 
game with any character. Once you do this, 
go back into the options and change the 
difficulty level to five or above. Begin a 
one-player game. Go back to the Select 
Player Screen. Move your cursor to the 
question mark. To slow it down, hold the 
Select button. Now you will see that two new 
characters have been added to your list 
(Uranus and Master). 


SBE EG; 
PLA Yer 









<OUND™ <TEREO 

















4p < BUTTON sont > =P Choose Master and 
De &, * 
ire a am beat the game again. SELECT 
+ 


u HEAVY PUNDH Now go to the Player 
x LIGHT KIGK 


O = WIDDLE KICK > » Selection Screen and 
Rl HEAVY KICK Ri highlight the question 
mark once more. Hold 


Street Fighter: the Select button. You 
The Movie will see after Uranus 


and Master will be Sho 
This method will get you a and Vermilion! 
Secret Configuration Mode 
that is not mentioned in the 
manual. All you have to do is 
press the Start button to 
pause the game during play. Warhawk . oo. 
Now press the Select button To access two new modes, go to the Main Y4:\ 40) Divide 
to get the options. Menu Screen. Move down and highlight the Many bonus games are kind of 
words “Special Access.” Enter the Code boring and have bad graphics. 
Screen and put in Square, Circle, Square, Well, here is an exception to 
Square, Triangle, X, Triangle, Triangle for that old standard! Just hold the 
Thor Mode, which will give you 9999 Flash Start and Select buttons on 
Bombs. Enter X, Circle, Circle, Square, X, the second controller while 
Triangle, Circle, Triangle for Kali Mode, which the game is booting up. 
will give you eight Ultra Lock-Ons and If done correctly, the words 
24 Super Swarmers! “Bonus Game” should appear 
on the screen, and you will 
be able to begin playing the 
shooter game, Tiny Phalanx. 


PLANER 
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CHALLENGER 
MEEDED! 


PRESS START 





gadgets, electronics, arts and recreation 








Sys tem Are you maximizing 


the aural potential 






















of your PlayStation? 
If your TV speakers 
aren't getting the 
job done, Yamaha has a 
solution for you with their 
System 45 multimedia speaker 
set. This set comes packed 
with two powered speakers and 
a nice plump sub-woofer to 
make you feel the bass. Don’t 
let the word “multimedia” scare 
you away with visions of dinky 
PC speakers, cuz this baby is fit 


to be coupled up to a full-on 
amsung was the first electronics maker to target the gaming 
public last year with the gxTV. Although not an official follow-up, 
We sampled the system with their new Compac Theater bears more than a passing resem- 
blance in terms of features to the gx. The most striking feature is 
that the screen is slightly wider (1/2 inch on each side) than your average 
found System 45 to be a 27-inch television. Certain television, video movies and video games 
sometimes display images that go beyond the borders of the screen 
which were lost until now. 
your local PC store for a The TV's biggest asset though, is the amazing sound system which 
hook-up. GCs was a hallmark of the gxTV’s notoriety. The Compac Theater has three 
different digital surround sound modes which are cranked out of six, 
three-way super horn sound system speakers backed up with 15W+15W 
RMS of audio power. The television has an S-video and composite video 
input with a clone S-video terminal toward the front of the set. 

It isn't immediately apparent what the extra inches on the TV add until 
you go back to watching a normal picture tube. You feel like you're miss- 
ing out on something although the percentage of programs that have this 
peculiar aspect ratio are relatively low. The Compac Theater offers a very 
sharp picture, but the dynamic sound is what really separates this box and 
puts it in another league. The price is really the only drawback since you 
can get a 32-inch set for less. So, for people who want a cool, semi-wide 
screen set with great sound, Samsung has something for you. 

Samsung $999.95 


stereo system or PlayStation. 


a wide variety of games and 


satisfying experience. Check 


Yamaha $169.99 
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V3 Steering Wheel 


he thing about steering wheels 
is that too many manufacturers 
make the device without consid- 
ering the games the wheel will be 
utilizing. Interact has done their home- 
work and released the V3 Steering 
Wheel, and it certainly has captured our 
attention. It has an overall sturdy feel 
and is designed to be used on the seat 
you are sitting on. Wheel placement has 
always been problematic, but Interact 
seems to have solved it better than any- 
one else to date. The wheel plays great 
with titles like Rage Racer and Rally 


the PlayStation. 


OOO 


Interact $59.95 





he latest in the race to 
get people to watch TVs 
on their heads is the 
Scuba from Phillips. This 
head-mounted set claims 
to be the most immer- 
sive experience for 
gaming yet, so we 
had to put it to the 
test. We tested the 
game with racing, 
first-person shooting 
and flying games which 
would take the most 
advantage of what the 
Scuba was offering. 
Unfortunately, the display 
was not up to par with past 
efforts like the Virtual |O glasses 


Ayer 0] oF: I, ¢ Ory 
















peripherals 






Cross with no apparent weakness with 
other titles. The peddles are the only 
problematic part of the package and 
prove to be the weakest link. You are 
required to play two-footed acceleration 
and brake, but even this does not solve 
the movement of the peddle during 
crucial moments in the game. 

Overall, Interact has put together a 
solid controller for driving games which 
is by far the best wheel to date on 
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™ 


grip 


Role-playing game 
players often com- 
plain about having to 
play with both hands 
when RPGs can be 
handled by one. 
OK, that’s a com- 
plete fabrication, but 
ASCII must have 
heard that at one 
point or another 
because they have 
unleashed to the 
public the Grip Z! It 
actually works nicely 
and fits snugly in 
whichever hand 


























you choose. 


OO¢ 
ASCII $29.95 


although the 
enclosed 
viewer made 
seeing the 
action easier. We 
couldn’t help but notice the weight of 
the thing and could not play for extend- 
ed periods without getting a headache. 
The sound was also disappointing 

and did little to enhance the playing 
experience. The price point is also 
prohibitive and would be better served 
going to a quality 13-inch television set 
than this. 
Of 

Phillips $299 


anime, manga 


f you’re one of 
the many game 
players out there 

who can’t get enough 
of Street Fighter’s 
Cammy, Viz has the 
fix you're looking for. 
They have a 191-page 
graphic novel detailing 
her exploits in espi- 
onage and street 
fightin’. Good reading 


for everyone. 2LIC Os 


Viz $15.95 


Bucking the trend of comics with low page counts and high price 
tags comes Mixxzine. Mixxzine packs in four stories ranging from 
Magic Knight Rayearth, Sailor Moon, Ice Blade and Parasite (the 
favorite of the staff). Mixxzine crams over 200 pages for only 


$4.99! CHFCIEEL 


Mixx Entertainment 


i 1 VD is the hot medi- 
Halt of the Movie 5 \ ¥ um of the future and 
The hua ae ‘ there’s nothing we'd 
like to see more on them 
than anime (OK, we would love 
PlayStation DVD, but...). Battle 
Arena Toshinden (U.S. Manga 
Corps, available now, $29.95) 
has the distinction of being 
the first anime released on 
the format and is followed 
closely by Ghost in the Shell. 
(Available September, 
$29.95) Around the corner is 
Evangelion, Plastic Little and 
Battle Angel (all early '98) 
from A.D.Vision and Macross 
the Movie and Ninja Scroll 
(no dates yet) from Manga 
Entertainment. 
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It’s al 


Plus you'll get 
exclusive gaming news, 
restricted cheats & codes, 
insider PlayStation info, 

access to PlayStation 
Underground merchandise 
and special offers. 


Plus it’s FREE! 


And you'll also get a $29.95 rate 
when you subscribe to the 


PlayStation Underground CD Mag. 


Sony 


Sony Computer Entertainment logo isa trademark of 
‘Sony Corporation. PlayStation and the PlayStation logos \< = 

are trademarks of Sony Computer Entertainment Inc. 
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What type(s) of 
games do you 
plan to purchase? 


(a) : 
CO Fighting 


OO Fight 
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“swe Gig Up — Wt’s FREE! 
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] No (Please Print Clearly) 


NAME 

First 
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(Provide If Under 18) First 
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CITY/ST/ZI1P 
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GENDER (_) Male () Female DATE OF BIRTH ff oo / vy 


PlayStation Underground 
P.O. Box 152225, Irving, TX 75015-9859 
Fax To: Toll Free 1.888.780.SONY (7669) 


or Call Toll Free! 1.888.770.SONY (766 


Never Underestimate the Power of PlayStation 
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AL | Electronic Galactic Battle takes the play action of 
Battle Ship and implements it in the realm of the 
characters Empire. Take command of either the Rebel forces 





Star Wars 

























ou sunk my Star Destroyer! Tiger Electronics 
has come through with one of the coolest 
Star Wars tie-in games yet. Star Wars 


or the evil Empire and place your units according 
Wouldn't it be cool if every hot to your selected game. 
There are different game modes 


game hadimatchiessaaag and skill levels for seasoned 


figures? We may not get our Jedi Masters or would-be 
wish for every game, but at ImpstlalEMPSLols: 
O00 


least we can have our Final 
Fantasy VII figures. These cool TIBET Electronics: pa2:25 
items were released by Bandai 
in Japan and have 
been a popular import 
item ever since. The fF |ALNTISI II 

. =’ 4 
assortment includes - 7 

If 

the main characters | \ 
Cloud, Aerith, Barret, | BL 
Tifa and Red XIII. 


Most come with neat filth SP, 4 | 7 Now you and your friends can take 
L | photo momentos and stick ‘em every- 


he Japanese phenomenon known as 


weapons or items 


such as a Chocobo. 3 Hs 4 and are cooler than the outdated photo booths 
i felatoller 


They aren't very : ais / Miiteteteren (reiteretere 


poseable, but they = é From SNK and Namco: average cost $3.00 
sure do look sharp. : 
Unfortunately, there is 

no solid word as to the 
domestic release and 

the import costs can “Ss 
be prohibitive. 


OOGD ¢ 4 


Bandai import y 





Sticker Club is finally here in the States! 


where. They only take about two minutes to print 








YOU SEE ANEW 
ADVENTURE HERO. 





Help Croc, the crusading crocodile 

rescue his peace-loving Gobbo Islander friends from 

the grasp of an evil magician, Baron Dante. Croc must overcome obstacles 

like lava flows and castle trap doors to battle monsters including swarming sharks to giant bees. Each island world brings a new 
adventure to Croc, as he hunts for powerful crystals and the pieces to the puzzle that will release his friends from the Baron’s spell. 


& ° Free roaming 3D gameplay lets you go anywhere as you run, jump, climb, push, swim and jelly jump! 


. Breathtakingly lush graphics in over 50 amazing environments including forests, glaciers, deserts, lava flows and underwater caves. 
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You've been warned. 
. +; a Watch out for these 


HOT TITLES. 
Coming soon from EIDOS. 


{ AIAN LIVING STONERS: ~ 
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www.eidosinteractive.com You've been warned. 
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they are not) lost permanently: 
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Thank you! 


